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You are Max Force...your mission...bust Mr. Big and 
destroy the dreaded criminal empire... seize all 
contraband, stolen money, illegal weapons...use 
rocket bombs, high-powered machine guns... 
apprehend all suspects... protect the innocent and 
punish the guilty... stop at nothing! 
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LIGHTSPEED 


INTERSTELLAR ACTION AND ADVENTURE 


THE BEST OF 


Journey to the far future, to a time 
when Earth is uninhabitable, and you 
must find a new home for Mankind. 


The company that revolutionized 
combat flight simulation has taken 
another bold step with Lightspeed. 

You control a starship 15,000 feet 
long and armed with turret-mounted 
lasers, a devastating plasma cannon and 
fightercraft you pilot directly. Determine 
how much energy to use for defense 
screens, blasters and afterburners. Super 
3-D Graphics — more detailed than 
ever before — deliver space combat 
action the way it was meant to look. A 
stirring original soundtrack presents the 


pal a A. Saas 
Join The MicroProse Squadron and Win Great Prizes! 


FHIGRO PROSE 


Can't find these games? Call 1-800-879-PLAY for prices and ordering 
information. ©1990 MicroProse Software, Inc. All Rights Reserved. 


THE FUTURE 


future as it was meant to sound. 

Explore star clusters and the 
hundreds of planets they contain. 
Negotiate with over 25 alien species 
for valuable raw materials and binding 
peace treaties in fascinating role- 
playing sequences where you must 
deal with each species’ unique 
appearance, customs, cultural biases 
and method of communication. 

The first space game to combine 
sophisticated role-playing with state- 
of-the-art technology, Lightspeed is the 
future made available today. As 
always, MicroProse presents the Best 
of Times. 
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In this month’s “Nintendo News” column (page 18), 
you'll read about the long-awaited introduction of 
Nintendo’s 16-bit videogame system in Japan. De- 
layed for more thana year, the Super Famicom is now 
expected to be available to Japanese game players in 
November. One of the first titles scheduled to be 
released for the system is Super Mario Bros. 4. 

The Super Famicom is not exactly the best-kept 
secret in the videogame industry. We first talked 
about it in Game Player's one and a half years ago, and 
it’s been covered practically everywhere. By all ac- 
counts, the Super Famicom will be a fantastic succes- 

_ sor to the eight-bit Nintendo. It offers faster anima- 
tion and is capable of displaying more than 32,000 
colors. However, we'd like to sound one note of 
caution: Don’t jump to conclusions based on what 
happens in Japan. 

For one thing, there will probably be a consider- 
able lag time between the Super Famicom’s introduc- 
tion in Japan and its release elsewhere. We think 
there’s a good chance it will be available in the U.S. by 
the fall of 1991, but some industry experts think it 
could be withheld until 1992. It’s all up to Nintendo, 
and Nintendo’s lips are sealed. As long as the eight- 
bit Nintendo Entertainment System continues to sell, 
Nintendo really has little reason to bring out another 
game system that might compete with the company’s 
own products. 

Some people think Nintendo will be pressured 
into introducing the Super Famicom in the U.S. by 
rising sales of its 16-bit rivals, the Sega Genesis and 
NEC TurboGrafx-16. But that’s not what has hap- 
pened in Japan. Both of those competing machines 
have been sold there for years, along with other 16-bit 
game systems such as NEC’s SuperGrafx and SNK’s 


Neo-Geo. Yet Nintendo is determined not to release 
the Super Famicom in Japan until it’s good and ready. 

This should come as no surprise to devoted Nin- 
tendo-watchers. Ever since Nintendo almost single- 
handedly resurrected the home videogame industry 
from its crash in the mid-1980s, the company has 
shown a remarkable ability to lead the market. Nin- 
tendo is not a company that’s easily blown off course 
by the breezes of fashion. 

Another reason why American game players 
should regard the Super Famicom a little cautiously is 
that it’s almost certain to change before it’s released 
over here. Externally, of course, you can bet it will 
look completely different. If you compare the Ameri- 
can versions of Nintendo, Sega, and NEC game 
machines with their Japanese counterparts, you'll be 
amused to discover that the American machines have 
been repackaged in larger plastic cases — sometimes 
much larger. (The TurboGrafx-16 is about twice as big 
as the PC-Engine, as it’s known in Japan.) 

We wouldn't be surprised to see the Super Fami- 
com undergo some internal changes, too. Consider 
this: By the end of 1990, there will be about 30 million 
Nintendo systems in the U.S. alone. What if Nintendo 
designs a special version of the Super Famicom that 
attaches to your NES and allows you to play the new — 
16-bit games on your existing system? There’s no 
technical reason why it can’t be done, and this strat- 
egy could greatly influence 30 million Nintendo 
owners to upgrade to Nintendo’s 16-bit system in- 
stead of somebody else’s. As the market leader, Nin- 
tendo has many options that are not available to its 
competitors. 

So even though the introduction of the Super 
Famicom is exciting news in Japan, the rest of the 
world needs to view it in perspective. A lot of things 
can happen in the next year or two. 


Tom R. Halfhill 
Editor, Game Player's 
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Kwirk’s in a bit of a stew. His main s 


has been trapped, and Kwirk’s the only truckin’ Tomato 


with a chance to rescue her. With 
Kwirk, you'll move bunches of 
blockers, outwit 


through many 
amaze. 

And just when one labyrinth 
seemstobelicked...an eventrickier 
one appears. 

So put on your shades, get your 
thinker in gear and join the a-maze- 
ing Kwirk in 
his quest to 
solve this 
puzzling 
predicament. 
And remember, Tammy's only got one 
hope...you! 

Coming soon for Game Boy: WIZA 


AND WARRIORS X: FORTRESS OF FEAR’ 
a brand new adventure with Kuros,” the 
gallant knight warrior; and WWF SUPER- 


STARS featuring Hulk Hogan;" the 


Ultimate Warrior” and more in the best 


of WWF wrestling action. 
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X-Men® fans! Now 
the fantastic gang of heroes... 
Wolverine,” Cyclops,” Nightcrawler,” 
Storm,” Colossus,” Ice Man™...are at 
your command to save the entire human race. 
As Professor Xavier, you must choose the right 
X-Men to complete your colossal mission—to stop the 
evil mutants. For uncanny and explosive Nintendo® 


action and strategy, X marks the spot! 
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TM& © 1990 LUN, Ltd. X-MEN’ Copyright © 1988 Marvel Entertainment Group, Inc. All Rights Reserved. X-MEN, CEREBRO,” 
WOLVERINE,” CYCLOPS,” NIGHTCRAWLER,” STORM.” COLOSSUS," ICE MAN,” MARVEL SUPER HEROES! and Marvel 
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~ You may not be big enough t play Dominique Wilkins, But 


We've taken Dominique’ favorite shoes (size 13), and customized them especially for 


youre big enough to wear his shoes @®> nan 


kids* (boys’, size 12 through 6). So look out big guy. ITS TIME TO PLAY.” 


‘Adult shoe has a mid-foot and heel bladder system. Because kids’ shoe is scaled down considerably, it has mid-foot bladder only. 


We can’t figure out where the 
golden fly is in IronSword: 
Wizards and Warriors II for 
Nintendo. We need to give it to 
the frog before we can go to the 
water element. 


Keola Kosuga 
Hawaii 


First, climb as high as possible toward . 
the upper right corner of the third a: Iceman for PCs. When the man 
stage. When you've gone as high as Code Name: told me to dive, I closed the open 
you can, use the waterspout spell to go Iceman hatch and dived deeper. Butevery 
even higher. As you ascend, you'll be time I dive, he tells me to watch 
able to grab the fly. Then just handit \’mhavingtroublecontrollingthe | mydepth. Please tellmehow deep 
over to the frog. submarineinSierra’sCodeName: I should dive. 
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Daniel Sayson 
Pennsylvania 


The control panel of the submarine 
Blackhawk looks intimidating, but 
remember that you're actually con- 
cerned with very little of it. For basic 
navigation, simply control the depth 
of the sub with the upand down cursor 
keys or by clicking on the dive lever. 
Control your speed with the plus and 
minus keys (+ and -) or by clicking on 
the engine lever. 

If the captain keeps telling you to 
watch your depth, you're probably not 
stabilizing the sub. Except for silent 
running, you never need to go below 
500 feet, so stay in the 150- to 200-foot 
range unless the captain tells you to 
dive deeper. Avoid steep dives — keep 
the dive and engine levers one notch 


above or below center while you're 
diving, then center them to stabilize 
the vessel. 


King’s Quest 


I’m completely stuck on Sega’s 
King’s Quest for the Master Sys- 
tem. Can you please tell me where 
the mirror, the shield, and the 
chest of gold are? And can you get 
the chest from the giant in the 
clouds? 


Darren Hilario 
Ontario, Canada 


Since the whole point of King’s Quest 
I: Quest for the Crown is to find the 
Shield of Achilles, the Chest of Gold, 


and Merlin’s Mirror, completely an- 
swering your questions would give 
away the whole game. Many clues 
which point toward the solutions are 
scattered throughout the kingdom. 
However, we can give you a few hints. 
You can find the mirror at the bottom 
of a well, the shield in a hole, and the 
chest — well, if you know about the 
giant, you've already found the chest. 
Wait until the giant falls asleep, then 
steal it from him. 


RoboCop 


On the second level after the sec- 
ond staircase in RoboCop for 
Nintendo, there is a room with a 
big spiked, moving plate. I can 
destroy the spiked plate, but I 


can’t get out of the room without 
dying. What should J do? 


William McKinney 
California 


Keep punching the wall on the right. 
You'll find a secret passageway 
through which you can escape. 


Legendary 


Axe 


Here are some tips for Legendary 
Axe for the NEC TurboGrafx-16. 
When the game begins, let your 
first two men die. When the sec- 
ond one flashes before disap- 
pearing, hold button I and the 
Select button while pushing left 


on the directional pad. This will 
allow you to continue the game 
for as many times as you hit the 
directional pad. 

In section 3-B, ride the second 
log when you get to the waterfall, 
then jump to the right. Hit the 
idol to expose a key. The key will 
then make the water on the right 
disappear and expose more idols 
and a chance to increase your axe 
power. 


Mark Trail 
West Virginia 


Thanks for the tips. 


Iam having trouble finding three 
items in Strider for Nintendo. I 
would really appreciate it if you 
would tell me where to find the 
aqua boots, key 2, and message 
disk 3. 


Duane Hortman 
Georgia 


In Egypt, cross the phantom train, 
then go over the pyramid and enter it 
on the right. Work your way up and 
over to the left to find the aqua boots. 
You'll need to make a tricky jump onto 
a ramp. If you miss the ramp, you'll 
end up in a dungeon where a chute 
takes you back outside the pyramid. 


P o° 


Once you have the aqua boots, 
you can safely cross the water in the 
bottom of the pyramid. Just past the 
water is a tricky triangle jump. It’s 
tough, but you'll find the second key 
near the top of the ledge. 

When you leave Egypt, go back to 
Kazakh. In Section 2 of the base, you'll 
find Kain and earn the third message 
disk, which sends you to Japan. 


Teenage Mutant 


Ninja Turtles 


I can’t find Mecha in Teenage 
Mutant Ninja Turtles for 
Nintendo. Can you help me? 


Jimmy Kerr 
Florida 
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The Mecha Turtle is hiding on a roof- 
top at the end of level 3. Stock up on 
missiles — you'll need a bunch of 
them to blast through all of the barri- 
cades lying between you and the roof. 


Super Mario 


Bros. 3 


A strange but delightful thing 
happened to me after beating 
Super Mario Bros. 3 and I thought 
I would share it with everybody. 
After beating the game, I enjoyed 
playing it so much I decided to 
play it over again. After the final 
curtain came down and “The End” 
appeared on the screen, I held 
down the A button while pushing 
Start. The game went back to 


world 1 and I started playing. 

Then I decided to check my 
supply of power-ups at the bot- 
tom of the screen. To my surprise, 
there were 28 “P-wings” carried 
over from the first game! 

I know it wasn’t a mistake 
because it happens everytime I 
beat the game. 


Michael Bujnovsky 
Pennsylvania 


Thanks for the tip! 
SGP 


TAKE THE FLIGHT OF YOUR LIFE 
WITH THE ULTIMATE AIR COMBAT GAME. 


Licensed by Ninrerso 
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Strap yourself into the hottest fighter ever. : 
No other game has more weapons and more *¥ 
missions over more terrain than this ace. Now air y 

combat soars fo incredible new heights with 
Se ered ne erat otneiande ot nerce nc Captain Skyhawk. 
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No inne Hit Harder. 


For the first time since the 
ill-fated PCjr in 1984, IBM is 
entering the consumer mar- 
ket with a home computer. 

IBM’s new PS/1 is simi- 
lar to the company’s discon- 
tinued AT, which was sup- 
planted by the PS/2 line in 
1987. It is compatible with 
virtually all MS-DOS soft- 
ware made for IBM personal 
computers and clones. De- 
pending on the configura- 
tion, the PS/1 ranges in price 
from $999 to $1,999, though dealer 
discounts yield somewhat lower 
street prices. 

The PS/1 offers several en- 
hancements over the old AT, in- 
cluding built-in VGA graphics and 
peripheral ports, an internal mo- 
dem, bundled software, and about 
twice the processing speed. Unlike 
the AT and most IBM clones, how- 
ever, the PS/1 has no internal ex- 
pansion slots. For those who want 
to add boards, IBM offers a three- 
slot external expansion box. 

Standard PS/1 features include 
an 80286 microprocessor running 
at a speed of ten megahertz (with 
one wait state); 512K of random 
access memory (RAM); a 1.44- 
megabyte, 3.5-inch floppy disk 
drive; built-in VGA graphics; an 
RS-232 serial port occupied by a 
2400 bits-per-second modem; a 
parallel printer port; a 101-key 
keyboard; a mouse; a real-time 
clock; DOS 4.01 in read only 
memory (ROM); and IBM’s PS/1 


GAME PLAYER'S 


IBM’S NEW PS/1 HOME COMPUTER 


The PS/1 is IBM’s latest attempt to 
produce a low-cost computer for 
consumers. 


DOS shell in ROM. 

The base model PS/1 comes 
with a 12-inch black-and-white 
monitor capable of displaying 
VGA graphics in shades of gray; 
the suggested retail price is $999. 
With a color VGA monitor, the 
price is $1,449. The next higher 
model has a black-and-white 
monitor but is equipped with a 30- 
megabyte hard disk drive and one 
megabyte of RAM; the retail price 
is $1,649. The top-end model adds 
a color VGA monitor and costs 
$1,999. 

All PS/1 computers come with 
a PS/1 system tutorial; a copy of 
Microsoft Works 2.0 (an integrated 
software package that includes a 
word processor, spreadsheet, da- 
tabase manager, and telecommu- 
nications program); all necessary 
software for accessing Prodigy, an 
online service founded by IBM and 
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Tom R. Halfhill 


Sears; and an introductory 
package for accessing 
Promenade, a new online 
service starting this fall. 

IBM offers several op- 
tions for the PS/1, such as 
512K RAM expansion cards 
($199); a second 3.5-inch 
floppy disk drive ($249); a 
30-megabyte hard drive for 
those who start with a 
floppy-based system ($599); 
5.25-inch floppy disk drives 
($299); and a color VGA 
monitor for those who start with 
monochrome systems ($699). The 
external expansion box that’s re- 
quired for adding cards is priced 
at $169. 

Game players and musicians 
may be interested in two more 
options: IBM’s PS/1 Audio Card 
and PS/1 joystick. The $129 Audio 
Card (which plugs directly into 
the computer and doesn’t require 
the expansion box) improves the 
computer’s sound and music ca- 
pabilities when used with pro- 
grams that support it. The Audio 
Card also has a MIDI (musical in- 
strument digital interface) connec- 
tor for attaching music keyboards 
and other devices. 

The PS/1 joystick costs $39 
separately, or $249 with the Audio 
Card and three programs: Where in 
the World is Carmen Sandiego? from 
Broderbund; Silpheed from Sierra 
On-Line; and Cakewalk Apprentice 
from Twelve Tone Systems. 
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NINTENDO: WORLD 
CHAMPIONSHIPS! 


t’s been a long, hot summer, 

but it hasn’t been boring. If 

you’ve been shuttered up in 

a cool room playing Ninten- 

do, it’s time to step outside 
and bring yourself up-to-date on 
all the news that’s been happen- 
ing: 
® Nintendo of America, Inc. 
wonacourt order to keep the Game 
Genie from being sold in the U.S., 
at least temporarily. 

° After a year-long delay, 
Nintendo is finally introducing its 
16-bit videogame system in Japan 
this fall. However, no date has been 
announced for introducing the 
machine in the U.S. 

° A new videogame TV show 
called Video Power is starting this 
fall. It features a live host and ani- 
mated action with characters from 
Acclaim videogames. 

* Among the many sequels to 
be released this fall is Konami's 
Castlevania III. We'll give you a 
sneak preview of the impressive 
graphics in this eagerly awaited 
game. 


The Case Of 
The Disappearing 
Game Genie 


If you've seen the last two issues of 
Game Player's, you already know 
allabout the Game Genie. (See “The 
Editor’s View” and “Nintendo 
News,” August, and “The Editor’s 
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View,” July.) The Game 
Genie is a cleverly de- 
signed device that 
makesit possible for you 
to change the way your 
Nintendo games play. 
After plugging any 
Nintendo cartridge into 


Now you see it, now 
you don’t — whether 
you'll be able to buy a 

] Game Genie anytime 
soon depends on what 
happens in federal 
court, 


Fifteen-year-old 
Johnny Arcade is the 

2 star of Video Power, a 
new TV show starting 
this fall. 
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the Game Genie, and then insert- 
ing the Genie into the cartridge 
slot of your Nintendo Entertain- 
ment System, you can enter up to 
three special codes to modify 
various aspects of the game. 
Among other things, for example, 
you can start a game on any level, 
gain unlimited lives, or give your 
on-screen character new abilities. 

When officials at Nintendo of 
America, Inc. first heard about the 
Game Genie, they were concerned 
that it might violate Nintendo’s 
copyrights and trademarks, and 
also that it could harm Nintendo’s 
business. Solastspring, Nintendo’s 
attorneys sent warning letters to 
Galoob Toys, the company which 
is planning to sell the Game Genie 
inthe U.S. (The Genie was actually 
invented by a British company 
named Code Masters, but Galoob 
Toys has the U.S. marketing rights.) 
Nintendo warned Galoob that le- 
gal action might result if the Game 
Genie went on sale. 

Alarmed by the letters, Galoob 
sued Nintendo in U.S. District 
Court. Inits lawsuit, Galoob denied 
that the Game Genie violates any 
of Nintendo’s copyrights. Galoob 
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of missiles left, in bottom of 
screen. 
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3. Execute a victory roll on final 
approach to a carrier landing. 


Take command of two of the hottest arcade hits around. Jump into the cockpit of 
the fastest tactical jet fighter in the world. Or put your hands on the wheel of a sleek 
Formula | racer. And prepare yourself for the ultimate in raw speed. 
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tanks. 


Megafire™ control. The arcade quality joystick and fire buttons are built to last through 
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Stick. This is arcade experience. 
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also asked the court for protection 
against any attempt by Nintendo 
to stop the Game Genie from being 
sold. 

A few weeks later, Nintendo 
countersued Galoob in the same 
federal court. Nintendo’s lawsuit 
charged that the Game Genie does 
indeed violate Nintendo’s copy- 
rights and trademarks, and that 
Galoob shouldn’t be allowed to 
sell the Genie because it would 
hurt Nintendo. 

Galoob had planned to begin 
selling the Game Genie nationwide 
in early July. But at a court hearing 
on June 29, Nintendo won a tem- 
porary court order which stops the 
Genie from being sold within the 
US. According to the judge’s order, 
thousands of Game Genies that 
were air-freighted from factories 
in the Far East must remain locked 
in warehouses until the court holds 
another hearing to decide on 
Nintendo’s complaints. 

The sudden turn of events 
caught Galoob by surprise. “We 
weren’t expecting this to happen,” 
a Galoob spokesman told Game 
Player's. 

Interestingly, though, Ninten- 
doso far has not taken similar legal 
action to stop the Game Genie from 
being sold in Canada. The June 29 
court order, issued by the U.S. 
District Court in San Francisco, has 
no power outside U.S. borders. As 
a result, the Game Genie might be 
available in Canadian stores by the 
time you read this. (A Toronto- 
based company, Camerica, owns 
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the Canadian marketing rights to 
the Genie.) 

Meanwhile, Galoob’s lawyers 
appealed to a higher federal court 
in an attempt to get the June 29 
court order reversed. If they suc- 
ceed, the Game Genie could be 
sold in U.S. stores while the court 
case continues. 

If Nintendo eventually wins 
the case, the Game Genie could be 
pulled off the market forever, at 
least in the U.S. If Galoob wins, the 
Genie would be protected against 
further legal efforts. As this issue 
was going to press, the next court 
hearing had not yet been sched- 
uled, though it was expected to 
take place in July or August. 

The outcome of the legal battle 
could also affect Galoob’s plans to 
sell versions of the Game Genie for 
other videogame systems. Code 
Masters is already working on a 
Genie for the Sega Genesis and 
says additional versions could be 
made for the Game Boy, NEC 
TurboGrafx-16, Sega Master Sys- 
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tem, or any other videogame ma- 
chine. Until the Nintendo case is 
resolved, however, it’s unlikely 
Galoob willrun the risk of provok- 
ing any more costly lawsuits. 


Super Famicom 


It’s no secret that for the last few 
years Nintendo has been working 
ona 16-bit home videogamesystem 
to compete against the Sega Gen- 
esis and NEC TurboGrafx-16 
(knowninJapanas the Mega-Drive 
and PC-Engine, respectively). In 
Japan, Nintendo’s 16-bit machine 
is called the Super Famicom to 
distinguish it from the 8-bit 
Famicom, or Family Computer, 
which is known in the U.S. as the 
Nintendo Entertainment System. 

The Super Famicom was 
originally expected to be intro- 
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duced in Japan in late 1989. But in 
July 1989, Nintendo announced 
thatthe machine would be delayed 
at least one year. Now comes the 
latest word from Japan: the Super 
Famicom will be released there in 
November. 


This news will probably have 
little impact on Nintendo fans in 
the U.S. and Europe, however, 
because Nintendo still won’t say 
when the Super Famicom will be 
available outside Japan. Various 
industry soothsayers predict it will 
be launched in the U.S. sometime 
in 1991 or 1992. (At Game Player's, 
our best guess right now is that the 
American version of the Super 
Famicom will be unveiled at the 
1991 Summer Consumer Electron- 
ics Show in June and released in 
the U.S. by September 1991.) 

There’s no doubt that the Super 
Famicom offers vastly improved 
graphics and sound over the 8-bit 
Nintendo. In addition to greater 
screen resolution, it’s capable of 
displaying more than 32,000 colors, 
compared to only 52 for the NES. 
And it can handle many more 
animated objects on the screen 
without flicker. 
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As always, though, the popu- 
larity of a videogame system de- 
pends largely onits game software, 
notits hardware. (The Sega Master 
System has better graphics than 
the NES, but the NES outsells it ten 
to one.) To make sure the Super 
Famicom is supported by software 
that measures up to its hardware, 
one of the first games Nintendo is 
releasing for the machine is Super 
Mario Bros. 4. 

Nintendois also busily signing 
up independent companies to 
produce Super Famicom games. 
The first U.S. company to get a 
Super Famicom license is 
Mediagenic, which produces such 
NES games as Ghostbusters II, 
Stealth ATF, and Archon under its 
Activision label. Mediagenic’s first 
three titles for the Super Famicom 
will include an air-combat flight 
simulator, a sports game, and a 
game based on Battletech. They'll be 
available only in Japan, however, 
until the Super Famicom is released 
elsewhere. 

There’s also a possibility that 
the Super Famicom will be rede- 
signed for the U.S. market. It’s a 
virtual certainty that thename and 
outward appearance will change 
—none of the Japanese game sys- 


tems sold in the U.S. look anything 
like their counterparts in Japan. 
But Nintendo may also modify the 
internal hardware. 

Why? Becauseasitstandsnow, 
the Super Famicom is reportedly 
not compatible with 8-bit Nintendo 
cartridges. This is sure to disap- 
point some 8-bit Nintendo play- 
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ers. To take advantage of the wide 
selection of existing Nintendo 
games — and to maintain the loy- 
alty of the 25 to 30 million Ameri- 
cans who already own an NES — 
Nintendo could either make 8-bit 
compatibility a standard feature of 
the American machine, or sell an 
optional converter similar to the 
Power Base for the Sega Genesis 
(which allows Genesis owners to 
play Master System games). 

Nintendo won't talk about fu- 
ture plans for the Super Famicom, 
so definite answers to these ques- 
tions won’t be forthcoming for 
many months. But whatever 
Nintendo does, they’re sure to be 
closely watched by gamers the 
world over. 


Video Power 
Is Coming 


We've already seen how popular 
TV characters like the Teenage 
Mutant Ninja Turtles can be turned 
into Nintendo videogames. What 
about turning popular Nintendo 
game characters into a TV show? 

That’s the idea behind Video 
Power, a new show scheduled to 
premiere in cities throughout the 
U.S. on October 1. Video Power will 
star a live host and animated 
characters from videogames by 
Acclaim Entertainment. 

Each half-hour show begins 
with an introduction by Johnny 
Arcade, a 15-year-old videogame 
expert. Among other things, 
Johnny will talk about new 
videogames and pass along tips 
for playing your favorite games. 


~ GETTING TO THIS | 
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A major party has been 

A, planned for Bugs Bunny's 50th 
birthday. Trouble is, none of his 

jealous Looney Tunes™ friends 

were invited. Now all 25 of them are 

out to keep Bugs from getting to a 
fun. It’s up to you to outmaneuver 

2 and outwun those wascals through 
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* levels. You'd 

better be good — 
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Following this will be a 15-minute 
episode starring characters from 
Acclaim’s Nintendo games: Kwirk 
(the walking vegetable from Kwirk: 
The Chilled Tomato); Max Force and 
Mr. Big (the good guy and bad guy 
from Narc); Kuros (the knight from 
Wizards & Warriors and IronSword: 
Wizards & Warriors Il; Tyrone (the 
basketball player from Arch Ri- 
vals); and Bigfoot (the monster 
pickup truck from Bigfoot). 

The general storyline of the 
animated episodes is that Kwirk, 
Max Force, Kuros, Tyrone, and 
Bigfoot form a team to foil Mr. 
Big’s evil plans. After each episode, 
Johnny Arcade returns to close out 
the show. 

Video Power will appear five 
days a week, Monday through Fri- 
day. Becauseit’s a syndicated show 
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(not carried by a network), it will 
appear on different channels at 
different times in each city. Inmost 
places, it will appear at either 7:30 
or 8 in the morning, or 4 or 4:30 in 
the afternoon. The company pro- 
ducing the show, Bohbot Produc- 
tions, predicts an audience of 2.2 
million viewers. 

To promote Video Power, 
Bohbot is sponsoring a sweep- 
stakes. Two winners will receive a 
free trip to New York (with their 
parents and a friend) to appear on 
the show. Two other winners will 
get coin-op arcade machines worth 
up to $4,000. To enter the random 
drawing, senda postcard with your 
name, address, age, and favorite 
videogame to: Video Power 
Sweepstakes, P.O. Box521,Church 
Hill, MD 21690. The deadline is 
September 14, and winners will be 
announced on the premiere epi- 
sode of Video Power on October 1. 


Castlevania III 


Several big sequels are awaited by 
Nintendo fans this fall: Capcom’s 
Mega Man 3, Enix’s Dragon Warrior 
II, FCI’s Ultima II: Quest of the Ava- 
tar, Electronic Arts’ Skate or Die 2, 
Hudson Soft’s Adventure Island II, 
Culture Brain’s Flying Dragon II 
and Magic of Scheherazade II, LJN’s 
Back to the Future 2 and 3, 
Mindscape’s Gauntlet II, and 
Ultra’s Teenage Mutant Ninja 
Turtles I. 

For vampire hunters, though, 
there’s only one sequel that counts: 
Konami's Castlevania III: Dracula's 
Curse. It’s the followup to the im- 
mensely popular Simon's Quest: 
Castlevania II and the original 
Castlevania. (There’s also a version 
for the Game Boy, The Castlevania 
Adventure.) 

One of the first things you'll 
notice in Castlevania IIT is that your 
main character has changed. In- 
stead of playing the role of Simon, 
the star of Castlevania and Simon’s 
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Quest, you play Trevor Belmont, a 
powerful vampire hunter. Trevor 
is the latest in a long line of vam- 
pire killers. For centuries, the 
Belmonts have been fighting a 
running war against Dracula and 
his undead minions. But now 
Draculais gaining the upper hand, 
spreading his evil throughout all 
of Europe. You’re the only one who 
can stop him. 

Something else you'll notice 
right away in Castlevania III is the 
outstanding graphics. The highly 
detailed backgrounds exude a 
spooky, musty atmosphere. In fact, 
Castlevania III looks better than 
some games we’ve seen for 16-bit 
systems. 

A major reason for the im- 
proved graphics is that Castlevania 
III is one of the first cartridges to 
use Nintendo’s new MMC-5 chip. 
Among other things, the MMC-5 
allowsmoving objects to have more 
colors, allows games to have more 
moving objects on the screen at the 
same time, and permits games to 
have better music. Castlevania III 
offers proof that the 8-bit NES can 
hold its own against 16-bit sys- 
tems. 
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2 These floating platforms require 
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he fearsome foursome of 

phenomenal superstars 

whose daring exploits are 

dazzling the nation — and 
of course we mean the Teenage 
Mutant Ninja Turtles —have made 
their inevitable appearance on the 
Game Boy. Ultra’s Teenage Mutant 
Ninja Turtles: Fall of the Foot Clan, 
the latest videogame featuring the 
four mutant heroes, is an all-new 
adventure of good dudes versus 
bad dudes. 

In this game, the nefarious 
Shredder has managed to capture 
beautiful April O’Neill, TV news 
celebrity and friend to the Turtles. 
Enraged, they set out to rescue 
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her. But Shredder’s army of foot 
soldiersisready, guarding the path 
you'll have to travel to find April. 
You'll be thrashing evil every step 
of the way, battling such baddies 
as Roadkill Rodney, the Not-So- 
Great Balls of Fire, the Tubular 
Transports, and the Nitro-Burn- 
ing Doughnut (whose frosting is 
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Shredder, with the help of alien 
archfiend Krang, has kidnapped 
April O'Neill! It’s time to choose 
your champion and swing into 
action. 


Be fast with your weapons, be- 
cause the bad guys don’t believe 
in fair play. Try hitting the barrel 
behind you — it reveals a bonus 
stage. 


Your mentor and friend, Splin- 
ter, offers you a chance to earn 
extra points. You'll have to guess 
a number between 1 and 999. 


Splinter gives you ten chances to 
guess the number and lets you 
know if you're “hot” or “cold.” 
Look for other bonus stages in 
the game. 


There’s no way tostop the Brawl- 
ing Bikers, so don’t waste time 
trying. Just leap and let them 
pass under you, but be ready for 
them to make another pass. 


After a long stretch of street ac- 
tion, you'll swing down to the 
sewers and pick up April's trail. 
The slice of pizza restores two 
life points. 
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As a member of this top secret tactical strike force, save the hostages, rescue the president, and terminate 
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Ahh, the smell of napalm in the 
morning. Keep moving or the 
flame thrower boss will dry 
roast you. 


The world’s most elite counter- 
terrorist organization is 
looking for a few good gamers. 


The odds are hundreds-to-one So this is what they mean by “death from above!” Keep moving and shooting until this bird When it rains terrorists, an 
against you. Steal firepower is cooked, and you're on the way to your next battle. umbrella won't do you much 
from enemy ammo dumps. good. Buta flame thrower will. 
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murder). 

Fall of the Foot Clan has five 
levels, each distinctly different. 
Your search for April will take you 
from the streets of Queens through 
sewers and waste dumps to the 
tops of a speeding convoy of 18- 
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wheelers. You can choose to play 
as any of the four Turtles: 
Donatello, Michelangelo, Raphael, 
or Leonardo. Each Turtle has his 
own strengths, and when these 
four heroes get together, you can 
bet they'll really whup old Shred- 
der. 

You choose your Turtle at the 
beginning of the game and before 
each new level. Once you choose a 
Turtle, though, you’re stuck with 
him until you either clear the stage 
or run low on life and are cap- 
tured. If this happens, all is not 
lost. You can select another turtle, 
return to the action, and press on. 

Once all the Turtles have been 


captured, the game is over. And 
it’s easy to lose your characters to 
the hordes of leaping, rolling, 
whirring enemies you'll have to 
face. The bad guys are everywhere, 
and they just keep getting tougher. 
In fact, this can become a bit frus- 
trating and repetitive. But then, 
fast action and perseverance are 
what the Ninja Turtles are all about. 
If you’re not looking for a chal- 
lenge, dudes, then don’t bother 
with this game. 

Fans will happily notice that 
almost nothing has been lost in 
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whittling the Turtles down to 
Game Boy size. In fact, Fall of the 
Foot Clan demonstrates once again 
how surprisingly detailed a Game 
Boy screen can be. The graphics 
are sharp, the characters are clearly 
recognizable, and the backgrounds 


are uncluttered and attractive. 
The action is easy to follow 
because the characters are big, 
especially the bosses. You won’t 
have any trouble recognizing your 
favorite Turtle. Each carries his 
customary weapon and wears the 
proper initial on his belt. 
Graphically, in fact, Fall of the 


Foot Clan is even better than the 


original version for the Nintendo 
Entertainment System —a feat also 
accomplished by such Game Boy 
titles as Batman and Double Dragon. 

Fall of the Foot Clan also has a 
terrific soundtrack that demands 
to be heard through the Game 
Boy’s stereo headphones. The 


familiar TMNT theme greets you 
as the game begins, and the stereo 
music and sound effects continue 
throughout the adventure. 
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The name is —a-STI-a-nax—and the game is unrelenting, 
mind-boggling action. Trapped in the nightmare world of Remlia, 
his only path back to reality is blocked by a hostile army of 
incredibly large and hostile monsters. His only hope: rescue 

4 Princess Rosebud from the clutches of the evil wizard Blackhorn. 
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How do you kill the Living Dead? Put out the fire of the Flaming 
Polyp Plants? Chop off the heads of evil Caesar’s mutant 

bodyguard? That’s just a sampling of what faces, and 
that’s just Stage 1! 
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3 magic spells, fueled by 5 mystical power sources. 
At your command are: Bind, to freeze your enemies in their tracks; 
Blast, a furious fireball which few can survive; Bolt, an awesome 
charge of deadly destruction. Choose your weapons carefully— 
axe, spear or sword. Wield them mightily to smash the Gold 
Statues and collect their power items: Power Supply increases 
your striking power; Potion restores lost life; 1-Up gives you an 
extra life; Wing enables you to swing your weapon faster; Cutie 
changes weapons or increases spell power. 
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is filled with large, realistic creatures that rival the 
most detailed 16-bit characters on the screen today. There are 
12 exciting stages of play and vertical and horizontal scrolling 
levels that constantly expand the kingdom of Remlia—features 
that place high on the Nintendo Power Player Meter.* 


aS If you'd go to the ends of the Earth in your 

=? 12..METER search for the perfect video game for 

: ele ele your NES? youre certain to find a home JALECO. 
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ake Lh Live Action That Never Ends. 
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e all know the feel- 
ing — that anxious 
anticipation of a 
home computer ver- 
sion of our favorite 
coin-op arcade game. But when 
was the last time you eagerly 
awaited the coin-op version of your 
favorite home computer game? With 
very few exceptions (suchas Tetris), 
it’s quite unusual for a home 
computer game to possess the 
delicate combination of simplicity 
and addictive game play that 
merits a coin-op conversion. 

F-15 Strike Eagle by MicroProse 
is just such a bird. Over the past 
few years, this combat flight simu- 
lator has been converted to virtu- 
ally every home computer format, 
selling more than a million copies 


a 


worldwide. And the coin-op ver- 
sion is not just another airborne 
shoot-em-up — it’s the first true 
flight simulator ever seen in the 
arcades, and the closest thing to 
real air combat that you're likely to 
find outside of a military training 
program. 

Unlike other air combat games, 
F-15 Strike Eagle doesn’t limit you 
to following a narrow flight path 
that leads you by the nose to your 
objective. You are free to fly any- 
where in the game’s vast world at 
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any speed, altitude, or attitude 
(even upside-down!). You can 
perform loops, rolls, and any other 
aerial maneuver that’s possible in 
a real F-15. 

Bearing in mind that most of 
MicroProse’s computer simula- 
tions come with instruction manu- 
als 40 to 100 pages long, you have 
to admire the way the designers 
have simplified F-15 for the ar- 
cades while keeping it sophisti- 
cated enough to challenge the most 
jaded computer jocks. 

Control is simple: You grab a 
throttle lever with afterburner 


F-15 Strike Eagle is the first true 
flight simulator for coin-op ar- 
cades. 


The cockpit’s head-up display 
(HUD) shows your altitude 
(right), speed (left), and heading 
(top). 
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button in your left hand, and a 
beefy control stick with a cannon 
trigger, missile-release button, and 
target-select button in your right 
hand. 

The target selector is the most 
important feature to master. 
Nestled on the left side of the 
control stick, this little gizmo locks 
your missiles onto your target, no 
matter what you're looking at 
through the canopy. If your pri- 
mary target is staring you in the 
face but you’re locked on toa MiG, 
you're going to shoot the MiG un- 
less you select the primary target. 
This is quite different from other 
games in which you simply shoot 
what you see. 

After the target selector, your 
next best friend is the decoy re- 


lease. When an enemy missile is 
eager to make your acquaintance, 
fire a decoy and jink your plane. If 
you're good enough, you’ve got a 
pretty good chance of escaping 
unscathed. 

If you’re not good enough, 
maybe you should select a lower 
difficulty level. F-15 lets you choose 
a skill level before the game starts. 
The easier levels restrict your aero- 
batic maneuverability at first to 
allow you to become familiar with 
the jet’s cockpit displays and han- 
dling characteristics. Most notice- 
able is the large head-up display 
(HUD) which provides such criti- 
cal information as your heading, 
altitude, and speed. The HUD also 
lets you aim your weapons. 

Below the HUD are fuel and 
damage gauges, a miniature map 
of the immediate area, missile and 


‘a $i ee 


ay NINTENDO 
Ry ON THE 


REM 


ARCADE 
ACTION 


decoy counters, a long-range tar- 
get identification screen, and a 
threat indicator which shows the 
position of enemy aircraft and 
missiles. All this may sound a bit 
overwhelming at first, but you'll 
soon find it second nature to scan 
quickly for the information you 
need. 

You'll also find that while the 
control stick is quite sensitive, the 
Eagle flies as 
smooth as silk. It 
takes an iron hand 
to make this baby 
misbehave. 

If you play on 
the ace level, you'll 
see what the Eagle 
is really capable of 
doing. You can 
burn through a 
break turn, per- 
form barrel rolls 
and vertical loops, 
and even execute 
more complex ma- 
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neuvers such as the Split-S and 
Immelmann — you name it. 

F-15 Strike Eagle has six differ- 
ent combat areas, each with a dis- 
tinct primary target and its own 
support units. Enemy actions are 
realistic and intelligent. You start 
with three lives, ten missiles, five 
decoys, and half a tank of fuel. But 
at any time, you can insert more 
quarters and buy whatever you 
need — from 
missiles to 
damage re- 
pair. You 
have unlim- 
ited cannon 
fire, but your 
guns will 
overheat if 
you squeeze 
the trigger for 
too _ long. 
And, in what 
appears to be 
a __ break- 
through in 
aerospace technology, you can ac- 
tually absorb the fuel which es- 
capes from any tanker truck you 
blow up. 

Finding your objective is sim- 
plified by a flashing red arrow 
which points out the primary 
target’s direction. Once you've de- 
stroyed the target, the arrow shows 
the way home. F-15 also lets you 
know what's going on by way of 
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digitized speech: “Missile alert!”, 
“Bogey on your tail!”, and — if the 
machine thinks you're disengag- 
ing too soon — “Get back in there 
and fight!” 

If you get nailed, an instant 
replay shows where you went 
wrong. If you succeed, you'll be 
promoted and awarded a medal. 

So what do you think, ace — 
have you got what it takes to bring 
home the Congressional Medal of 
Honor? 


Pinball Nightmare. 


Welcome to the world of things that go bump in the night. A 
pinball video game where the idea isn’t to hit a monster score, but 
actual monsters: skeletons, demons, and goblins with an unhealthy 
hunger for gold. They'll do anything to get it, from attacking 
tombstones and gargoyles to racing through 5 scrolling levels of 
deadly passages and doorways. And you'll do anything to help, 
because gold is what it takes to buy the stoppers and flippers 
you need to escape this nightmare. 

If you ever get out, you'll find three more traditional 
pinball games awaiting you: Viva! Golf, Pop! Pop!, and 
Circus. So if pinball’s your game, try your hand at 
the ultimate challenge of the world’s first pinball 
fantasy. Pinball Quest™. At your favorite video 
game store now. 


Jaleco™ and Pinball Quest™ are trademarks of Jaleco USA Inc. Nintendo® 
Nintendo Entertainment System” are registered trademarks of Nintendo etal 
America Inc. ©1990 Jaleco USA Inc. 


fter a diversion into the 

popular world of the 

Dragonlance sagas with 

Champions of Krynn 
(“PC Players,” June 1990), Strate- 
gic Simulations’ Advanced Dun- 
geons and Dragons series returns to 
its original setting. Pool of Radiance 
and Curse of the Azure Bonds — the 
first two games in this series — 
were both set in the Forgotten 
Realms, and Secret of the Silver 
Blades is the sequel to those best- 
sellers. If you missed the Phlan- 
Tilverton connection, Silver Blades 
gives you another look at this 
troubled world. 

This time around, the locale is 
the Dragonspine mountains, in 
and around the town of Verdigris. 
You don’t wander about trying to 
find adventure in this episode; in 
fact, when the game begins, you 
are magically transported into 
Verdigris at the summons of the 
townspeople. You arrive naked 
and without weapons, but those 
problems are quickly solved. Af- 
ter a quick briefing, you’re off to 
solve the new quest. 

As AD&D players have come 
to expect by now, the quest you 
begin is not the quest you eventu- 
ally undertake. The mayor of Ver- 
digris wants you to clear away the 
area surrounding the Well of 
Knowledge, but you discover fairly 
quickly that the well is not the 
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main problem. Indeed, it has acted 
asa cloak, concealing amuchlarger 
and deadlier conspiracy perpe- 
trated by the evil Black Circle 
troops and mages. By clearing the 


well, you can find your way into 
the Black Circle’s inner sanctum 
and piece together the real plot. 

If you’ve played any other 
AD&D games, you'll have no 
trouble at all getting started with 
Silver Blades. The game system is 
virtually unchanged, save for con- 
tinuing enhancements. Champions 
of Krynn allowed you to choose a 
difficulty level, and that feature is 
included (and is more than wel- 
come) in Silver Blades as well. The 
graphics continue to improve, and 
adventurers who have fallen on 
the battlefield are now easily iden- 
tifiable. The whole system is ex- 
tremely clean, withmany strengths 
and few annoyances. 

But the annoyances haven't 
been entirely removed, and three 
of them need immediate attention. 

First, in order to quit the game 
you're playing and load a saved 
game (or even restart, for that 
matter), you must go back to DOS 
and rerun the program. This is 
time consuming and annoying, 
especially since the program asks 
you to look up a keyword in the 
manual each time. 


The opening screen shows your 
] ultimate destination: a castle en- 
cased in ice. 


Your adventure begins witha view 

2 of the town of Verdigris and the 
ominous countryside surrounding 
it. 
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Well, it’s not that easy 
anymore. 
el An evil master race is now 
=. | vying for world control. To save 
a the planet from eminent doom, 
oe you must gather intelligence, execute 


a plan of attack and thwart their efforts 
at every juncture. 
You're Rocket Ranger, defender of 
world peace. 
Strap on your rocket pack and 
launch an all-out effort into the 
stratosphere. 
Pick up Rocket Ranger today. The 
world desperately needs your help. 
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Second, although looking up a 
keyword atthebeginning of agame 
isan understandable and tolerable 
form of copy protection, SSI’s 
games ask you to look up key- 
words at various places throughout 
the game as well. In particular, 
Silver Blades demands a keyword 
from the manual whenever you 
want to save a game. This means 
you can play for hours and then 
lose all your efforts by not having 
the rule book at hand, or — worse 
— by misspelling the keyword 
three consecutive times. 

The third and perhaps most 
obtrusive annoyance in Silver 
Blades is its tactical combat system. 
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AD&D combat is full, rich, and 
admirable, but it also guarantees 
that battles will take a consider- 
able amount of time. This wouldn’t 
be a problem if the battles weren’t 
so numerous. While exploring the 
mines in Silver Blades, for example, 
battles are frequent, and they’re 
almost always against significantly 
inferior opponents (which means 
they aren’t very interesting). Some- 
times you can avoid battles by flee- 
ing and then continuing in your 
original direction, but often the 
monsters simply attack and there’s 
no choice but to fight. 

Why not make tactical combat 
an option for each battle? That way, 
if you exercised the option of al- 
lowing the computer to control all 
combat, you'd 
simply get the re- 
sult after it’s over. 
This would let 
you pursue the 
quest without 
getting bogged 
down in fight af- 
ter fight. 


Strategy 
Tips 

Newcomers 
toSSI’s AD&D se- 
ries will find Secret of the Silver 
Blades an enjoyable starting point. 
Thanks to its enhancements, it’s 
actually a better introduction to 
the series than either Pool of Radi- 
ance or Curse of the Azure Bonds. 
The following tips will help you 
get started. 
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The first time you run Silver 
Blades, select Load Saved Game 
from the startup menu. An “A” 
will appear at the bottom of the 
screen; so far, it’s the only saved 
game. Select the “A” to load SSI’s 
pre-generated characters. After 
you gain more experience with 
Silver Blades you can go back and . 
create your own characters if you 
wish, but the game is thoroughly 
playable with the standard char- 
acters. 

When the game begins, you'll 
find yourself in the mayor’s house 
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After recovering all the pieces of 

1 the staff, head back to Derf the 
Dwarf in the temple. He will offer 
additional help. 


Screens like this appear through- 
2 out the game and always lead to 
something important. 


The color of the sky changes as 
night gives way to day. At the en- 

3 trance to the mines, several doors 
lead off to one side. 


In Verdigris, the armory supplies 

4 the equipment you need to keep 
going. The arrows and darts are 
real bargains. 


Deposit your hard-won treasure in 
Verdigris’ vault or trade for gems. 

5 You'll need gems to appease the 
Wellof Krowiedee so carry plenty 
with you. 
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in Verdigris. Listen to what he says 
and read the journal entries he 
points out to you. When he’s fin- 
ished, the treasure screen appears. 
Press “T” to take the treasure. Press 
“M’ to get the money, and choose 
“S’ to share it among the members 
of your party. Press “I” to get the 
items, then distribute them selec- 
tively. Give your best fighter the 
halberd and the strong plate ar- 
mor, then choose another charac- 
ter to carry some other equipment, 
and so on. Scrolls and wands go to 
the magicians, while bows and 
arrows go tothe thief in your party. 

Once you’ ve taken all the treas- 
ure, prepare your party. Press “E” 
for Encamp, then choose Alter, and 
finally press “O” to change the 
marching order of the party. Put 
your best fighter up front, your 
archer fourth inline, and keep your 
magicians to the rear. From this 
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menu you can also change the dif- 
ficulty level. 

After leaving this menu, move 
the highlight down to the magi- 
cians and choose Magic. Select 
Memorize, then choose which 
spells your magicians will carry 
with them (you must do this for 
each magician, one at a time). 
Healing spells are superb for cler- 
ics, and Raise Dead is almost es- 
sential. For mages, take as many 
Fireball spells as you can. The fifth- 
level Hold Monster is indispen- 
sable as well. After selecting these 
spells, exit the submenu and 
choose Rest. When the rest time 
appears, choose Rest again. The 
magicians will memorize their 
spells. Don’t forget that rangers 
and paladins can memorize spells 
as well. 

Save the game by selecting 
Save and “B” (leave the original 
game “A” alone until you need to 
erase it later). Begin exploring the 
mayor’s house, but don’t enter the 
portal yet. Use the Area command 
to get an overhead view. 

Next, head out into the streets 
and familiarize yourself with Ver- 
digris. Deposit money at the bank, 
go tothe armory to buy some darts 
for the magic-users and arrows for 
the archers, visit the pub for some 
beer and information, find out 
what happens in the temple, and 
so on. Don’t go through the arch 
that leads out of town, though, 
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At the Hall of Training, see if your 

] characters have gained enough 
experience to advance to the next 
level. 


Theevil Black Circle has penetrated 
2 even the peaceful town of Verdi- 


gris. 


The enemy force includes numer- 

3 ous magic-users, but townspeople 
from Verdigris are chipping in to 
help. 


Several portals lead to the area near 
the Wellof Knowledge. If youdon’t 

4 use them, you'll have a tough time 
finding your way around. 


The Well of Knowledge offers a 
great deal of useful information, 

5 butthecostis high. Keepyour gems, 
or you'll learn nothing. 
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Atari Lynx” ‘comes with AC adaptor, Comlynx” cable and four games on one Lynx game cartric ige. 


Lots of games are available on compact 
cartridges, with more being developed as 
we speak. 


Blue Lightning”: Fly atop secret combat jet 
while avoiding missiles, ice fields, canyon 
walls and the dark of night. 


Plug any standard \ 
headset into the Lynx for ) 


more realistic / 
4 channel sound /, 


Gauntlet’: Smash arcade hit. The 
enchanted Star Gem has crashed to 
earth. Capture it from evil creatures 
before they use its magical strength 

to destroy man. 1 to 4 players. 


Atari®, the Atari logo, LYNX™ and Electrocop™ are trademarks or registered trademarks of Atari Corporation, ©1990 Atari Corporation, Sunnyvale, CA 94089-1302. All rights reserved. (Electrocop™ Software ©1990 Epyx, Inc, 


Challenge”: 

Help Chip 

Califomia Games °: Surf your brains through 144 

out. Skateboard the Half Pipe. Juggle the Foot Bag. levels without 
Slam off the desert berms on your BMX bike. getting nailed by 


cherry bombs, water - 


Bectrocop”: Rescue the kidnapped traps, and hundreds of 


daughter of the president. Invade the other hazards. 
Steel Complex where dangerous robot 
traps protect the Criminal Brain. J 4 ‘ ] 


a 
le. a . 
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arcade mega-hit from 
Atari Games. You must 
form “Klax” from 
colored tiles tumbling “ 
down the conveyor B= 
belt. 100 levels. a >» » 


The Lynx portable game system is every bit as good 
as home systems. 

It has great color and sharpness like a big screen TV. 

It has deep levels of play on popular and new games. 

And on some games, you will be able to link up to 
eight Lynxes so everybody can play together. 

It's enough to give you chills. 

And make our competitors sick. 

It’s available at all major toy and electronic retailers. 
Ons Se Call 1-800-443-8020 for | i eae 

on screen at once. the dealer nearest you. FRICTION 


licensed to Atari Corp.) California Games®, Chip's Challenge™, and Blue Lightning™ are trademarks or registered trademarks of Epyx, Inc.©1990. Gauntlet® and Klax™ are registered trademarks of Atari Games Corp. ©1990. 
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because there’s a quicker way to 
where you want to go. After you’re 
done exploring, return to the 
mayor’s house. 

Atthenorthend of the mayor's 
house you'll find a room with a 
portal. Save the game before en- 
tering the portal, then jump in. 
This takes you near the Well of 
Knowledge. On page 2 of the Ad- 
venturer’s Journal you'll find a 
map of the area. This map, com- 
bined with the overhead Area 
display, helps you get oriented. 

You'll fight lots of battles here. 
Save the game after each fight, 
thenencamp, use the Fix command 
to heal your wounds, and re- 


memorize your spells. In battle, 
always try to destroy the enemy 
magic-users first, even if it means 
using a precious Fireball spell. Aim 
arrows in their direction and try to 
move your fighters close to the 
enemy. Your fighters are strong 
enough to defeat the enemy sol- 
diers, but their mages are deadly. 
Keep working your way to- 
ward the Well of Knowledge. You'll 
fight guards, magicians, and small 
dragons, but the Well is the prize. 
After you've defeated the red 
dragon at the Well, note every- 
thing the Well reveals. Then save 
the game and head back to Verdi- 
gris using the maps on pages 1 and 
2 of the Adventurer’s Journal. 
When you've returned to Ver- 
digris, visit the Hall of Training to 
increase your experience level. 
Finally, head through the portal 
again and work your way either to 
the Black Circle’s inner sanctum or 
the mines. You'll need to visit both 
places eventually, and the Black 
Circle is the tougher nut to crack. 
By the time you’ve made it to 
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the Well of Knowledge and be- 
yond, the mechanics of playing 
Secret of the Silver Blades should be 
second nature. All you need after 
that is perseverance. By saving the 
game at each crucial point, and 
carefully mapping each mine and 
dungeon, you'll find your way 
through this intriguing game. 

Incidentally, “Silver Blades” 
refers to you, not some unknown 
group. Just find Derf, and he’ll let 
you know. 
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Anold red dragon guards the Well 

] of Knowledge. Don’t take this 
beastie too lightly —a little dragon 
breath and all is lost.- 


The trick is to hit the dragon early 

2 and often. If possible, don’t let him 
attack you at all. (Remember your 
magic-users.) 


While trying to get away from the 
well, you've been attacked by 

3 Banites. Fight their magic-users 
first, because they can do the most 
damage. 


Your fighters move toward the 
umber hulk. Only one hulk re- 

4 mains, but some of your party 
members are injured. 


System requirements: IBM, Tandy, and 
compatibles; 512K minimum memory; 
CGA,EGA, or Tandy 16-color graphics; 
mouse orjoystick optional; supports Ad 
Lib, Game Blaster, and Sound Blaster 
sound boards. 
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“Solstice, a new action/puzzle game...a challenging task indeed...three dimension view.” 
Nintendo Power” “—March/April 1990 


Licensed by Nintendo for play on the 
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ot everyone has thesame 

tastes in videogame 

controllers. There are 

some whoswear by their 
control pads, now the standard 
with today’s home videogame 
systems, while others prefer the 
more traditional joysticks. Wireless 
controllers are growing in popu- 
larity, and for many players any- 
thing will do as long as it has a 
turbo-fire feature. 

A number of new controllers 
are becoming available for the Sega 
Genesis. We’ve tested three of 
them: Sega’s Arcade Power Stick, 
the Suncom Tac-50, and the 
Acemore Freedom 16. All are joy- 
sticks, though the Tac-50 is an air- 
craft-styled handgrip. 

Thanks to its aircraft design, 
the Tac-50 works best with flying 
games like Space Harrier II and Air 
Diver. Two of the three buttons 
normally found on the Sega control 
pad are located on the stick. One is 
at the top of the stick, under your 
thumb, and the other is in the 
trigger position, under your index 
finger. The third button is on the 
base (in two different positions, so 
the controller works as well for 
left-handers as for right-handers). 

This configuration is no prob- 
lem at all in games like Space Har- 
rier IIthat require only moving and 
shooting. But when you’re play- 
ing a game like Golden Axe — in 
which each button controls a sepa- 
rate function (attack, jump, and 
magic) — things can be confusing 
at first. 

As the Suncom box promi- 
nently states, the Tac-50 is an “au- 
dible controller” featuring 
“microswitch array technology.” 
In other words, the stick clicks 
when you move it. The theory be- 
hind this design is that it gives you 
immediate audible and tactile 
feedback. Some players like this 
feature, while others may find it 
annoying. 

One drawback of the Tac-50 is 
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that it doesn’t have turbo-fire (the 
ability to fire multiple shots while 
holding down the fire button). . 
Turbo-fire is usually one of the 
most desirable features of an ac- 
cessory controller. 

The Acemore Freedom 16 is 
the first wireless controller for the 
Genesis. It’s an infrared system 
consisting of a receiver (which 
plugs into the Genesis console near 
your TV) and the joystick itself, 
which is powered by four AA bat- 
teries. The controller is a fairly 
standard arcade-style joystick with 
buttons on the right and the stick 
on the left. The stick and base feel 
abit fragile, especially during hard 
play. 

Although the Freedom 16 has 
turbo-fire, you can’t individually 
select turbo for each button — it’s 
all or nothing. This is a definite 
drawback in some games. For ex- 
ample, if you select turbo-fire to 
give your character a rapid-fire 
weapon, he might hop uselessly 
up and down when youtry toleap. 

The infrared sensor on the 
Freedom 16 is rather touchy. It 
works best when the controller and 
the sensor are directly in line with 
each other. If you move them out 
of alignment during the heat of 
action, the sensor won’t pick up 
your commands. The controller 
base has suction cups to help keep 
it from sliding. 

The Arcade Power Stick from 
Sega of America is a veritable titan 
— a solid, heavy-based, arcade- 
style stick with very smooth and 
positive response. Thanks to its 
sturdy design and exact control, it 
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comes closer than the others to re- 
creating the feel of a real arcade 
stick. Each button has its own turbo- 
fire control, and the turbo rate is 
variable. If you're a real joystick 
fan, the Arcade Power Stick won’t 
let you down. 


Thunder Force III 


Fancy joysticks aren’t much use 
without good, solid games, and 
we're currently evaluating several 
new Genesis titles to be released 
late this summer or this fall. Most 
of them are from Sega of America, 
but a few are from independent 
companies whose first Genesis 
cartridges are nearly ready to be 
unleashed. We'll formally review 
some of these games in future is- 
sues, but in the meantime here are 
some previews of what to expect. 

Thunder Force III, from 


Technosoft, is a side-scrolling 
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shooter — but not just another side- 
scrolling shooter. Technosoft has 
elevated this old format to some 
truly incredible new heights. 


You'll pilot your ship, the trusty 
Thunder Force, through eight alien 
worlds, every one an innovative 
and beautiful display of 16-bit 
graphics. The backgrounds are 
brilliantly colored, and the mul- 
tiple scrolling backgrounds add a 
real sense of depth. In one scene, 
you fly through a land of fiery lava 
with a background of wavering, 
flaming fire. 


8 NS 
Other worlds have oceans in 
which fish and bubbles will test 
your skills, or underground cav- 


erns filled with falling rocks and 
monstrous alien creatures. 


The Quest For Tetris 


When Tetris came out for the 
Nintendo Entertainment System 
and Game Boy last year, it really 
shook the videogame world. Al- 
though Tetris already had a strong 
following among computer 
gamers, the NES and Game Boy 
versions proved that a well-de- 
signed puzzle game could com- 
pete with the shoot-em-ups that 
comprise the bulk of videogaming. 
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It also helped bring a new audi- 
ence to videogames — people who 
otherwise might never have taken 
a closer look at game machines. 

Many companies have tried to 
duplicate this feat with puzzle 
games of their own. But it’s not 
simple to designa puzzler that’s as 
easy to learn and understand as 
Tetris and make it challenging as 
well. 

Columns, a new Genesis game 
from Sega of America, comes as 
close to Tetris as anything we’ve 
seen. 

The basic formatis very similar 
to Tetris: Colored blocks gradually 
falltoward the bottom of thescreen. 
But rather than fitting shapes to- 
gether, the object is to match col- 
ors, forming lines of three or more 
“jewels” of the same hue. The lines 
can run in any direction. When a 
row of the same color is formed, it 
disappears and you get points. 

Although some players may 
prefer the geometric design of a 
game like Tetris, Columns is sure to 
gain its own loyal following. 


Shooters 
And Punchers 


One of the new independent Gen- 
esis licensees, Sage’s Creation, is 
releasing three games this fall. Ka- 
Ge-Kiisamartial-arts /boxing game 
based on a Japanese coin-op ar- 
cade hit. The object is to fight your 
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way to the top of a skyscraper, 
battling the enemies on each of the 
nine floors. Your on-screen charac- 
ter is a slick-looking greaser who 
looks like a cross between Johnny 
Depp and Elvis Presley. 
Insector-X, another game from 
Sage’s Creation, puts you in the 
role of a tiny, insect-sized soldier 
who’s out to battle the evil Insect 
Empire. You fly through this 
shooter on mechanical wings, zap- 


ping giant mosquitos, flies, frogs, 
and other pests. Some of the mon- 
sters are truly spectacular. 

The third title from Sage’s Cre- 
ation is a surprise: Shadow Blasters, 
an action-shooter announced only 
recently. Shadow Blasters is sched- 
uled to be available in September. 

Sega’s hopeful contender for 
the video-game boxing champion- 
ship, James “Buster” Douglas Knock- 


out Boxing, 
looks like it 
could prove 
as successful 
as the champ 
himself. The 
graphics 
we've seen — 
both the digi- 
tized title 
screens and in 
the game it- 
self — are 
very impres- 
sive. 

Two of the Sega Genesis games 
wereported on previously will not 
be released after all. One, 
Renovation’s Battle Mission, was a 
player-perspective shooter along 
the lines of Operation Wolf. 

The other game, Activision’s 
Hard Yardage, has been canceled 
because of an interesting arrange- 
ment with Sega. Since Hard Yard- 
age was already available as acom- 
puter game, much of the program- 
ming could be recycled for the 
Genesis version. Sega, anxious to 
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release a certain celebrity football 
game in time for football season, 
arranged with Activision to use 
Hard Yardage instead of creating a 
whole new football game from 
scratch. Thus Hard Yardage is 
evolving into Joe Montana Football, 
speeding the release of what is sure 
to be another hit in Sega’s all-star 
sports lineup. 
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here’s something about 
the Amiga that seems to 
inspire underwater action- 
adventure games. When 
the computer was intro- 
duced in 1985, one of its most 
highly touted games was Electronic 
Arts’ Return to Atlantis (which 
wasr/ tactually released until much 
later.) Another long-awaited un- 
derwater game for the Amiga is 
the version of 20,000 Leagues Under 


the Sea that artist Jim Sachs is ru- 
mored tobe working on for Disney. 

Since these games seem to come 
in waves, it’s no surprise that two 
new underwater adventures have 
surfaced at almost the same time. 
Treasure Trap from Electronic Zoo 
and Aquanaut from Miles Com- 
puting both promise the most un- 
derwater fun youcan have without 
really getting wet. 

Treasure Trap is the more en- 
joyable of the two games, thanks to 
its mix of fast-action play and 
puzzle solving. You play a diver 
exploring the wreck of the 
Esmerelda, a ship divided into 
dozens of compartments, each of 
which has one or more doors. Many 
of these compartments contain 
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Water, Water 
Everywhere 


Sheldon Leemon 


Treasure Trap: It takes skill and 
strategy to escape the moving 
conveyor belts. The oxygen tanks 
at the lower right help, too. 


There’s lots of gold here — if you 
can get by the jellyfish guards. 


When you release your green 
a Ree a 

smart fish,” it clears the room of 
enemies. 


Sixteen rooms are exposed on the 


map, but there’s still a lot of ex- 
ploring to do. 
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gold bars, but gathering them isn’t 
always easy. For one thing, the 
gold is often tucked away in inac- 
cessible locations, either hidden 
behind something or out of reach 
atop a pile of crates. For another, 
the gold is guarded by plenty of 
crafty sea creatures. 

Since Treasure Trap’s gameplay 
is based on jumping instead of 
shooting, you’ve got to either 
dodge or outwit the schools of eels, 
crabs, sharks, octopi, stingrays, 
jellyfish, and starfish that swim in 
your way. Inextreme emergencies, 
you can use your “smart fish” — 
the aquatic equivalent of a smart 
bomb that clears a chamber of all 
your finny foes. Besides avoiding 
traps, youmustalso search for extra 
air tanks and the keys you need to 
open some of the doors. 

Treasure Trap has lots of those 
extra touches that make a game a 
pleasure to play. It’s fast, because 
itloads as much of the gameas will 
fit into memory, thus minimizing 
disk accesses. (In fact, if you have 
more than a megabyte of memory, 
the game never needs to load 
screens from disk at all.) It has a 
pause function, and it lets yousave 
a game on disk (but only after 
you've collected a multiple of 50 
gold bars). Anautomatic mapping 
function shows all the rooms you 
have explored ona large, scrolling 
screen. The game even includes a 
diver’s log, a pad on which you 
can note the contents of each 
numbered room. 

When you add all these fea- 
tures to the game’s excellent first- 
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person perspective graphics and 
sound effects (including a terrific 
digitized “uh-oh” sound), you get 
a combination that’s hard to beat. 

Aquanaut is a seahorse of a 
different color. Instead of breaking 
upthe adventure intosmallrooms, 
ithasthreelong, scrolling episodes. 
Instead of dodging creatures of the 
deep, you're shooting them. And 
instead of comical crabs, you’ve 
got sharks, swordfish, and barrels 
of toxic waste. 

Interms of concept, game play, 
and graphics, Aquanaut is profes- 
sionally done. But it seems to be 
missing that spark of originality 
that might set it apart from the 
crowd. Almost every aspect of the 
game seems like something we’ve 


seen before, right down to the plot 
(an alien invasion force has landed 
under the sea). 

The sealed “mission briefing” 
manual explains the plot in great 
detail, but gives almost no infor- 
mation on how to play the game. It 
won't takelong to catchon, though, 
because Aquanaut is a fairly re- 
petitive action game rather than a 
puzzle game like Treasure Trap.On 
the first level, you'll spend most of 
your time shooting sharks, 
swordfish, and jellyfish, blasting 
open supply barrels, and refilling 
air tanks. Only one puzzle presents 
itself before the end of the level. 
(Hint: When yousee the toxic waste 
barrels, get out of there fast.) 

One annoyanceis that Aquanaut 
employs both on-disk and red- 
sheet copy protection. Eventhough 
you have to enter a code from a 
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map each time you play, you still 
can’t make a backup copy or 
transfer the program toa hard disk. 
That’s too bad, because Aquanaut 
goes to disk every time you lose a 
life, even if your computer has 
enough memory to load all of the 
sequences. And although the lev- 
els are quite long, there’s no way to 
save a game in the middle of a 
level. 

This doesn’t mean you won't 
enjoy Aquanaut. If you like shoot- 
ing games that challenge the re- 
flexes more than jumping games 
with lots of puzzles, you'll probably 
prefer it to Treasure Trap. Either 
way, you're in for some underwa- 
ter adventure. 
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hy is Nintendo’s Su- 
per Mario Bros. series 
so popular? It is, after 
all, arelatively simple 
game about a couple 
of little janitors who go around 
jumping over things and hitting 
other things with their heads. 

The answer to this question has 
clearly plagued the designers of 
the NEC TurboGrafx-16, because 
Bonk’s Adventure is NEC’s second 
attempt to emulate Nintendo’s 
phenomenally popular series. The 
first was Keith Courage in the Alpha 
Zones, and although it’s far from a 
bad game, it just isn’t as charming 
as Super Mario. 

And charm is the real answer to 
the question. The Super Mario series 
is, simply, charming. Bizarre things 


happen, strange creatures show up, 
and you must take on mushrooms 
and plants and all kinds of exotic 
things. Even the background mu- 
sic calms, soothes, and warns. 


Neil Randall 


Bonk’s Adventure is placed ina 
somewhat similar fantasy world, 
although you don’t play the role of 
an Italian janitor. Instead, you 
control a misshapen little character 
named Bonk the Caveman as he 
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makes his way through the world 
of 10,000 B.C. Your goal is to save 
Princess Za from the evil King 
Drool. You move through six lev- 
els of play while taking on such 
deadly foes as Huey, Gladdis, 
Kongo Zilla, and T. Ractorhead. 
Interestingly, these enemies are 
actually good guys who were cor- 
rupted by King Drool, and once 
defeated they become your friends. 
In other words, you don’t destroy 
your enemies — youconvert them. 


Bonk demonstrates his standing 
head-butt, much to the dismay of 
| a hammer-wielding bird. Bonk’s 
enemies often release Smiley 
Faces when defeated. Collect as 


many as you can. 


When Bonk jumps on a flower, 

2 many things can happen. It may 
cough up a big piece of meat — 
and Bonk loves meat! 


Meat has a mind-blowing effect 
on Bonk. When he eats a small 
3 piece, he takes ona fierce appear- 
anceand gains the power to freeze 
all nearby enemies merely by 
jumping and landing on his head. 


If Bonk eats a second piece of 
meat before the effects of the first 

4 one wear off, he glows green and 
becomes superhuman. He canrun 
right through enemies without 
being hurt. 


When a cliff is too high for Bonk to 
] jump over, press button I to make 
him climb with his teeth. 


Suddenly you realize you're 
standing on the back of a huge 

2 dinosaur. There’s no place to go, 
except — gulp — into the 
monster’s mouth! 


Animals like this ferocious fish live 

3 inside the dinosaur. On land, at 
sea, or ina dinosaur, the rule is the 
same: Use your head. 


Don’t be afraid when you come 

4 across these great skulls. They are 
prehistoric elevators, and this one 
leads to the first boss. 


To beat the first boss, perform a 
flying head-butt from the pole at 

5 the right. By setting button IT on 
turbo-fire, you can keep Bonk 
spinning and bouncing after each 
blow. 


Your only weapon in this cru- 
sade is your head. And we're not 
talking about thinking. To force 
your way past the numerous crea- 
tures and objects blocking your 
path in Bonk’s Adventure, you em- 
ploy the old-fashioned head-butt. 

There are two ways to head- 
butt in Bonk. The first is to walk 
toward your target and press the II 
button; Bonk’s head will snap for- 
ward and bash the object. The sec- 
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ond is to jump into the air, press 
the II button, and crash head-first 
onto your target from above. The 
jumping head-butt is more effec- 
tive than the standing head-butt, 
and it’s essential to defeating the 
boss creatures at the end of each 
level. 

Bonk is a hungry meat-eater, 
and from time to time he’ll come 
across hunks of meat in two differ- 
ent sizes. By swallowing a small 
piece, his head-butt becomes dou- 
bly powerful. Eating a large piece 
(or two small’ pieces in quick suc- 
cession) makes him invincible. This 
is the only way Bonk can eliminate 
objects and creatures by simply 
running through them. (Inciden- 
tally, the graphics sequence after 
Bonk eats a piece of meat is color- 
ful and humorous, with Bonk 
zooming into the air in a prehis- 
toric version of a caffeine hit.) 

Bonk starts with three lives, 
indicated by little Bonk symbols at 


the bottom right of the screen (or 
as Bonk=4 if you get a fourth life). 
Each life consists of three vitality 
hearts, shown at the top left. 
Whenever Bonk gets hit, he loses 
part of a vitality heart. When all 
three vitality hearts are gone, he 
loses a life. When he loses all three 
lives, the game is over. As is be- 


ent Ba 1075 
coming common in TurboGrafx 
games, however (J.J. & Jeff is an- 
other recent example), Bonk can 
continue where he left off. There is 
no limit to the number of contin- 
ues. 

Throughout the adventure, 
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Bonk can obtain extra lives and 
regain lost vitality. He earns his 
first extra life at 10,000 points, and 
others every 20,000 points above 
that. Bonk gains points by eating 
fruits and vegetables, by capturing 
Smiley Faces when they appear on 
the screen, and, at times, by re- 
peated head-butting. He also gets 
points by defeating enemies. 

Bonk can replenish his vitality 
hearts by eating fruits and veg- 
etables or by finding hearts. By 
jumping on a green flower, Bonk 
can gain one or two additional vi- 
tality hearts (for a total of five), 
which he must energize by eating 
as many fruits and vegetables as 
possible. 

Several hidden areas are scat- 
tered throughout the game. Many 
are bonus stages in which Bonk 
can gain extra points and restore 
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his vitality. In the cliff-climbing 
bonus, for example, Bonk has to 
scale a cliff using his teeth (some- 
thing he must do in other stages of 
the game as well). In another bo- 
nus stage, he must leap off a cliff 
and turn as many somersaults as 
he can before landing on his feet 
(with no points awarded for 
crashing head-first). Other bonus 
rounds have Bonk leaping from 
flower to flower while eating the 
fruits and vegetables arrayed be- 
fore him, or head-butting a series 
of rocks shooting from a volcano. 

Bonk’s Adventure has all the in- 
gredients to become not only a 
successful game, but also the first 
installment of a successful series 
of games. The main character is 
cute, the head-butting is superb 
(particularly the somersaulting 
head-butt), and the creatures and 
situations are inventive. The fact 
that you can reverse direction and 
go backward in this game is an- 


other strong point. The graphics 
are sharp and, well, charming. 
The only flaw in Bonk’s Ad- 
venture is that it isn’t long enough. 
The unlimited continues are partly 
to blame for this. Although this 
feature removes the frustration of 
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starting over at the beginning each 
time you run out of lives, it also 
means you can play as far through 
the game as you want. In Bonk 2, 
more levels are clearly in order. 

A testimonial, though, is per- 
haps the best judgment of all. Two 
of our informal game testers (ages 
10 and 12) have been playing Bonk 
since the day it arrived, and they 
love it. Each girl takes her turn, and 
they use the continue feature when 
necessary. They still haven’t con- 
quered King Drool, but they’re 
close. And they’re determined to 
finish the game and then await Bonk 
2. At a place that’s flooded with 
games of all kinds, this degree of 
attention speaks for itself. 


SP 


Get into the habit of looking for 
weak spots in the rock walls. They 

] lead to bonus stages, and the more 
points you earn, the more lives you 
get. 


This bonus stage is a real dream 

2 come true fora weary caveman — 
it offers meat, full vitality, and an 
extra life. 


This giant is harmless. As a matter 
3 of fact, he’s a big help. Jump on his 
head and ride the waterspout to 
reach some food hidden in the trees. 


This boxing boss can really throw a 
punch. In fact, his gloves come off 

4 and chase you. Keep above him, 
duck his blows, and synchronize 
your attacks with his. 


Near the end of the game, a mo- 
5 torized monster throws everything 

at you. Just keep after it and use 

your head. You’re almost done. 


or years, computer gamers 
have enjoyed a situation 
that’s almost unknown 
among videogamers: As 
long as youownone of the 
two or three computers that are 
dominant at the moment, you can 
be fairly certain that any really 
popular game will eventually be- 
come available for your machine. 

Unfortunately, videogamers 
aren’t that lucky. Due partly to 
more restrictive licensing policies 
among videogame manufacturers, 
most hit games are available for 
only one videogame system. You 
can’t play Super Mario Bros. 3 ona 
Sega Master System, and you can’t 
play Phantasy Star IT on an NEC 
TurboGrafx-16. 

Klax breaks that rule. Almost 
simultaneously, versions of Klax 
are being released for Nintendo, 
the TurboGrafx, the Sega Genesis, 
PC compatibles, the Amiga, the 
Atari ST, the Commodore 64 — 
and the Atari Lynx. Based on an 
original coin-op arcade game by 
Tengen, all of the home versions 
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Tom R. Halfhill 


except the Lynx version are also by 
Tengen. (The Lynx version, like all 


Lynx games so far, carries the Atari 


label.) 

Fortunately, Klax lends itself to 
this diversity. It’s basically a 
simple, fast-action puzzle game 
that runs well on any system. It 
wouldn't be misleading to say that 
if you’veseen one Klax, you’veseen 
‘em all. 

Nevertheless, the Lynx version 
stands out from the crowd. With 
Klax, the Lynx proves once again 
that it’s more than a match for 
machines faraboveits weight class. 
Especially in terms of sound, the 
Lynx version outdoes both the 
Nintendo version (reviewed in last 
month’s Game Player’s) and the 
TurboGrafx version, and it even 
wrestles the Genesis version to a 
standoff. Allthat,and youcancarry 
it with you. 

Obviously inspired by Tetris, 


61 


Klax is the kind of game you can 
learn merely by watching over 
someone’s shoulder for a few 
minutes. During each wave, col- 
ored tiles come clattering down an 
incline. Your first goal is to catch 
them witha paddle that slides back 
and forth. That's the easy part. Next 
you have to drop the tiles to the 
bottom of the screen to form pat- 
terns. When you line up three tiles 
of the same color horizontally, 
vertically, or diagonally, it’s called 
a Klax and you win points. 

Youcanscore evenmore points 
with more complex patterns. Four 
tiles in a row count as a double. 
Klax, and sometimes you can set 
up a chain-reaction Klax by lining 
up the tiles in two or more direc- 
tions at once. 

To clear each wave, you have 
toachieveacertain goal. Youmight 
have to score 25,000-points, or get 
10 Klaxes, or make 13 diagonals, or 
catch 55 tiles. If you succeed, you 
advance to the next wave. But if 
you miss too many tiles with your 
paddle, or allow the tiles to stack 
up too high at the bottom of the 
screen, the game’s over. Fortu- 
nately, a continue feature lets you 
resume play at the current wave. 

The Lynx version of Klax is the 
only home version that has the 
vertically oriented screen of the 
arcade game (you hold the Lynx 
vertically to play). The graphics 
are very good, but it’s the realistic 
sound effects that really grab you. 
Each wave is introduced by a dig- 
itized female voice, and each high- 
scoring Klax is rewarded with an 
“Oooooh!” or an “Ahhhhh!” from 
an unseen audience. If you suc- 
cessfully complete a wave, the 
spectators applaud; if you fail, they 
sigh. 

As the only Tetris-style game 
available for the Lynx, Klax is a 
welcome addition to the lineup. 
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Electronic Arts, 1820 Gateway 
Drive, San Mateo, CA 94404. 
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Nintendo Game 


of the 


Gary Meredith 


Y. don‘t-ask much’ from life 


— some major munchies, a few 
excellent tunes for your boom box, 
and a rad board capable of some 
serious shredding. 
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Unfortunately, while you were 
pursuing happiness down a seem- 
ingly clear sidewalk one day, fate 
stepped in front of you. Fate, that 
is, in the form of the mayor’s wife 
and her now late, lamented poodle. 
In less time than it takes to say 
“Tex-Mex Chili Fries,” the city’s 
first lady puts your beloved skate- 
board ramp at the top of her 
husband’s demolition hit list. 

Money is the only thing that 
can get you a new ramp now, but 
— as usual — money is the one 
thing you don’t have. But since 
you're bright and resourceful (and 
desperate), you figure that you can 
earn plenty of loot from odd jobs 
and street competitions. 

Rodney, owner of the local 
board shop, and his son, Lester, are 
around to help you from time to 
time with new boards and rad 
moves. Even with their help, 
though, the odds are stacked 
against you. Of course, witha final 
foe named Icepick, you probably 
weren't expecting the spring cotil- 
lion anyway. 

With its interesting storyline 
and humorous graphics, Skate or 
Die 2 is a much-improved and 
worthy successor to the original 
Skate or Die, which sold over a mil- 
lion copies. So don’t sit around 
moaning about the loss of your 
ramp. It’s a sunny day, the side- 
walks are empty, the mall is beck- 
oning, and there’s just the slightest 
hint of chili in the morning breeze. 


Rodney is a really 
good guy to know. 
He'll not only sell 
you new skate- 
boards, buthe and 
his son Lester will 
also give you tips 
on how to use 
them. 


SOME TIME TO 
CRUISE THESE 
STREETS AND NAB 
ANY RAD STUFF 
YOU MIGHT SEE. 


If you're just dying for action, you can skip the game’s four stages and get right into the Double Trouble Half-Pipe. You'll have 
just three minutes to pull out all the tricks you‘ve got in your hat (or helmet). When the girl appears in the window, keep ripping 
and you'lleam double points. Just watch out forthe mini-ramp at the center —it can quickly put an end to your performance. 


1 


Collect the tacos, cassette tapes, and whateverelse youfind, The dogsin this neighborhood seem to have a taste for skate 


You can trade them for a better board or a new rad move. Be: instead of mailmen. Use the ramps. to make your 
getaway. 


Those fries are as 
greasy as if they’d 
been cookedin 30- 
weight motor oil, 
but youstillneedto 
collect them for 
future use. 


Lestercanbeabig 
help. Scam any 
tricks youcan from 
him, even if you 
have to give up a 
few tacos. 
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 gneeuancasmenmesind (<i): 7 Saamamammmeaemeene ew ; rin Eas You know Rodney 
MOVE! EGGS 1 {HHO [ouckE when youmeethim 
MoveEe PAINT : on the street. He’s 
MOVES pucK ; = = the only one who's 


——————————————— —————————— not trying to dump 


BOARD SLIPSTREAM wn ———g ~YOU. 


HEAPON PAINT 


Tacos ¢e2 FRIES #1 
- TAPES ™.1 co’s °s 


youlcon. edt) bonus The sewer rats can be deadly, but 
2 ci they're pretty easy to dodge, and the 
items you can find down here make it 

worth the risk. 


in 6:60:50} 


The mayor's wife can 
really hold a grudge. To 
get her out of your hair 
for good, you'll need a 
paint gun and some 
eggs. 


180 kick-turn to 
snag that tape. 


SS SAA 
SS 
PERMIT... ° 
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SS B-SF SCAB BSAA DANG 


TRAYS 


Don’t try to go toe- 
to-toe with the box- 
ing iguanas. Your 
best tactic is to sit 
back and lob eggs 
or M-80s at them. 


«.- TT BAS HERESY BEEN 
SRAWSANED SS MNES SRE 
FER PUBLIC USAGE. * 


With the mayor and his wife applying pressure, the building department condemns your prized skateboard ramp. Before you 
even have a chance to protest, the bulldozers are rolling. Now that the ramp is just a sweet memory, you'll have to find the 
money to get a building permit for a new ramp. 


You land your first real job as a delivery 
boy at the local mega-mall. You've 
got only a few minutes for your deliver- 
ies, so try to avoid tangles with the 
shoppers 


Watch out for Officer Renckley. If he 
catches you, count on being late for 
your next delivery. He'll either detain 
you or move you to another location. 


HEY; THANKS. 
}) WHERE YA SEEN? 
i IT’S LATE! NOH; 
GET THIS TO 
MARGESTROM 


FRIES#& 
co’s oo 


Tacos #e 


| TaPes™ 1 
MARGESTROM 


HEY > 


THANKS. 


SINCE YOU*RE 


EARLY : 
TIP: 
non: 


HERE'S A 
THREE EGGS. 
GET THIS TO 


THE TACO PIT 


i} 
FRIES 1 pe 


TAcOS ¢ 3 
TAPES“ 2 c et 


THE TACO PIT 


Early deliveries not only put you ahead 
of schedule, but also earn you bonus 
items for more board upgrades. 


Uh-oh — a late 
delivery. Youwon’‘t 
lose any items for 
being late, but you 
will lose time from 
your total. 
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The mall isn’t too 
crowded with 
shoppers at the 
moment, but if 
things start picking 
up, use the duck 
move fo. slip 
through the traffic, 


the points. you've got to shoot them. 


You've finally made 
your way to the 
plant, where the 
gruesome Icepick 
has taken your girl- 
friend, C.J. 
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Whoa! Looks like 
you stepped onto 
the set of a beach 
movie. Ignore the 
muscle-bound guys 
who are strutting 
and posing, but 
watch out for the 
gulls. 


FIRED! 


FINISH 
YOU'RE 


FRIES# 0 


co's 


Althoughitmay go 
against your prin- 
ciples, shooting 
the other skate- 
boarders will get 
you a ton of extra 
points. 


The ultimate pen- 
alty — unemploy- 
ment. If you're late 
three times, those 
hopes of a new 
ramp willlast about 
as long as your ca- 
reer. 


Knocking Gownine oinerskaleiscoestcount—if youwant Stomping the crabs also earns you extra points, but it can be 


tricky. Ifyour timing isn’t perfect, you're better off just avoiding 
them, 


You can tell from 
the number of 
thugs you meet in 
each room how 
close you're get- 
ting to Icepick. 
Themore guys you 
meet, the closer 
you are. 


Startmapping your 
progress right away 
by noting the lo- 
cation of each 
room, floor, and 
elevator. 


Although the path 
to the top of the 
plant may seem 
straightforward, 
sometimes you'll 
have to double 
back,so yourmap 
is extremely im- 
portant. 


When entering a new room, duck immediately to avoid the + Thepaintgunisthe best weapon against lcepick’shenchmen. 
onslaught of Icepick’s goons. If you stay low, youcanmakeit Be sure to collect the goodies and paint clips they drop when 
through most of the rooms. you shoot them. 


oie, ite iw 1 
0:30:16 BS cate 
3 LIFE AMO JOUCK jor zeree 


After literally fighting your way to the Tosuccessfully fightIcepick, youshould Icepick has a tendency to charge like 
top, this is the final elevator before your stock up with plenty of paint pellets. a wild rhino when attacked, so be 
meeting with Icepick. Let’s hope The building permit will replenish your ready to move when he lowers his 
you've got your building permit with lives, so your main concern is ammo. head. This is a good place for your 
you. Hangtime board. 


Try to fire asteady stream 
of paint pellets while 
advancing slowly. From 
C.J.’s cheerleading, it 
looks as though you may 
have Icepick on the 
ropes. 
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Matthew A. Firme 


n its ongoing war against terrorism, the government has created the Elite 
Special Weapons and Tactics team — E-SWAT. This highly specialized force 
of police officers is the nation’s last line of defense against terrorist attacks. 
They use the very latest technology to protect the public. 

One terrorist group, the dreaded E.Y.E., is particularly powerful and dangerous. 
This gang of thugs even has the resources to challenge E-SWAT, using a high-tech 
army of robots and cyborgs to terrorize innocent people the world over. 

In E-SWAT, your job is to battle your way through E.Y.E.’s army of miscreants, 
penetrate the group’s stronghold, and finally overcome their secret weapon. At first, 
wearing a cop’s uniform and carrying only your standard-issue pistol, you'll feel 
exposed and vulnerable. But if you make it through your first two assignments, 
you'll get the Ice Suit — state-of-the-art cyber-armor. 


Sega of America, 573 Forbes Blvd., South San Francisco, CA 94080. 
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Get used to leaping to 
shoot at enemies above 
you. In many cases you 


Before donning the powerful Ice 
Suit, you'll have to walk the beat 
through some pretty tough neigh- 
borhoods. 


can hit them in this fash- 
ion, although sometimes 
you'll have to stand di- 
rectly below and shoot 
up at them. 


Grab the M-symbol to 
completely recharge your 
life meter. This power-up is 
also asure sign that you're 
about to face a tough 
enemy. 


This helicopter is the boss 
of the first stage. The pilot 
isn’t the most innovative 
guy inthe game, so you'll 
soon detect a pattern to 
his attacks. 


To get the M-symbol on 
the conveyor belt, press 
down on the contro! pad 
as you leap. Be prepared 
to immediately jump 
straight up and back over 
the fence. 


To infiltrate the Cyber 
Prison, ride the platform 
to the top right of the 
complex. Jump inside by 
leaping straight up in front 
of the blasted bars. You'll 
soon run into some mean 
inmates. 


To dismantle this clanking 


f pairof cyborgs, stay down 


and get between them 
while firing continuously. 


Tum to face the one that 
leaps all the time, and 
keep firing. 


At the end of each floor, 
you'll fall through a hole 
to the floor below. Squat 
as you fouch down and 
be ready to blast away. 


Well-armored and well- 
equipped, you're ready 
E. Shooting 

enemies such as this gre- 
| nade-lobbing tank will 
reveal additional weap- 


to tackle E. 


ons. 


Leap over the last crack 
in the bottom floor of the 
prison. You'll passthrough 
to face the cyborgs who 
control the complex. 


Armed with the powerful 
cannon, youcanswatthe 
bad guys like flies. Tap 
yourjump button twice to 
take to the skies yourself. 


This symbol gives you the 
awesomely powerful 
flame weapon. You'll 
definitely need it later. 


2 suunitrisrera 


Blast these bigmouths with 
the super shot. You must 


destroy them before you { 


can proceed. 


ant, 


22 ./ marten 


Blast the pontoons hang- 
ing fromthe ceiling to form 
a bridge across this pond 


of deadly ooze. 
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Don't fire at this boss until 
his helmet flies toward 
you. When his face is re- 
vealed, youcan blast him. 
Don’t let the helmet hit 
you, though, because it 
really saps your strength. 


Dangerous goo drips 
from the ceiling as you 
move through the mad 
scientist's lab. It’s best to 
rush straight through — if 
youtry to dodge the drips, 
you'll probably get hit by 
even more of them. 


lunprmaccer wee 


ry Tlevener mmm 


To get by the moving wall 
that blocks this tunnel, 
keep firing until you can 
reach the tall, vertical 
shaft. Thenleap asthe wall 
rushes forward and passes 
under you. 


Compared to all that dis- 
gusting slime, these ter- 
rorists seem almost 
friendly, But blast them 
anyway; they ‘llleave you 


some valuable power- 
ups. 


ny BAN ER, sueseusnen, 


Blast upward as you step 
on thislift platform to drive 
the ooze back toward 
the ceiling. 


You must destroy three 
sensors on this boss robot. 
Fly upward and hover to 
shootthe top sensor. From 
this position you can use 
your rockets to destroy the 
bottom sensor. Finally, 
blast the middle sensor. 


70 


You'll have to shoot the 
globs before leaving this 
cramped tunnel. If the 
slime that’s behind you 
gets too close, zap it a 
few times to make it re- 
treat. 


This is one of the toughest 
areas of the lab. Youcan’‘t 
escape until the floor rises 
tothe hallway above and 
to the right, and you must 
dodge the globs of goo 
that leap up at you while 
you wait. 
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Asthenext mission begins, 
a wall stands in your way. 
A good blast from your 
pulse cannon will bring 


both the wall and the 
soldiers beyond it to the 
ground. 


This level requires a lot of 
flying. But watch where 
you land — the pulsing 
ted floors are deadly. 
Here, you must blast the 
wall while hovering, then 
fly down the tunnel to the 
right. 


= 
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Hop on these stairs until 
they fall away, allowing 
you to proceed to the left. 
Remember not to hop on 
the pulsing red steps. 
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When you leap up into 
this small room, a moving 
platform helps you on 
your way. Itnot only takes 
you where you need to 
go, but it also recharges 
your burner. 


To get through the hatch 
in the ceiling, maneuver 
just below it with your jet 
pack. Then fly down, 
blasting the hatch with 
your jets. 


Before stepping through jxEuuum 
the hole, collect these 

power items. You'll need 

them! 


Ride downward on this platform. 
When the walls close in, your ar- 
mor will be energized and begin 
to glow red. You now have unlim- 


Get in position to shoot the sensor 
at the center of this giant robot. Be 
ready to dodge, though — the 
robot is faster than it looks. 


ited burners for the upcoming 
challenge. 


| 


” BURNER ‘ems 


As you move deeper into 
E.Y.E.’s stronghold, you 
encounter soldiers wear- 
ing sturdy armor. The 
technology looks all too 
familiar.... 


Terrorists are hiding in these vile 
sewers. Watch for them on the 
platforms above, as well as in the 
knee-deep sludge you're wading 
through. 


This cyber-worm leaps and whirls, 
inflicting great damage if you're 
notcareful. Watch his patterns and 
use the overhead platforms to 
dodge him. 
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Watch out forthese huge, 
deadly gears. Stay close 
to the wall, firing at the 
row of red sensors to the 
far left. 


As you are lifted up 
through this shaft, dodge 
to alternate sides of the 
platform to avoid the jets 
of flame that blast at you 
from both walls. 


(7S RRR 


These huge iron balls 
swing back and forth, 
threatening to crush you. 
Remember, if you; die 
you'll lose the weapon 
you're using at the time, 


Shoot the enemies below 
you with your rockets — 
they canskim downward 
and blast foes beyond 
the reach of your other 
weapons. 


so switch to “shot” ifyou’re 
in serious trouble. 


: (ERSTE RET TET 3 OF 
Remember these evil 


twins? They‘re back, and 
tougher than ever. Use 
the same strategy as be- 
fore — jump between 
them and keep shooting. 
Butbe careful, for one slip 
could be fatal. 


Stay lowin the right corner 
while battling this boss. 
Only an occasional bullet 
can reach you there 


SHOTISCPERD REE F.C 1FIRE} $ of 


And you thought this boss was de- 
stroyed! His top half suddenly leaps 


into the air, and you'll have to do 
the same to defeat him. 


If you’re still 
standing, swing 
around and 
shoot, using the 
super shot. Both 
you and the 
enemy boss will 
lose your Ice 
Suits. Then you 
Use your rockets to move can destroy 
down toward your final him. 
confrontation with what E.Y.E. has perfected an 
tums out fo be a very fa- Ice Suit! It’s like battling 
miliar enemy. yourself. Try using flame 
onhim, then be ready for 
his counterattack. 


SSIOK TO DESTROY 
Biba Jad SUCCESSFUL. — 
ONCE MORE. THE WORLD 
IS: SAFE. 

AT LEAST FOR NOW... 
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If not the best, MicroProse’s Rail- 
road Tycoon is certainly among the 
best computer games ever created 
for an adult audience. 

Like any effective, involving 
entertainment, Tycoon is rich with 
complexity and beautifully bal- 
anced. In fact, a game like this is a 
preview of what computerized 
games seem destined to become— 
alternative worlds so compelling 
and lifelike that they will someday 
successfully compete with televi- 
sionand sports asa popular leisure 
activity. 

It is complex, but quite easy to 


Richard Mansfield 


Start off by looking on the regional map for well-located popula- 


tion centers (orange). Then build some mail and passenger trains 


between cities. 


learn and operate. It keeps you 
busy, not baffled. You start out 
with $1 million and lay track be- 
tween cities or factories or sources 
of raw materials (coal, wood, salt, 
livestock, etc.). 

Then your first train starts 
chugging across the screen, and 
things quickly begin to get inter- 
esting. 

No matter what you expect of 
a computer game, you're likely to 
find yourself rapidly absorbed in 
this engaging, changeable simula- 
tion. You can lose yourself in this 
game. Whether or not you like 


model railroads or find trains 
themselves interesting, Railroad 
Tycoon acts and feels like a living 
world — varied and abundant with 
accurate, interrelated, fascinating 
possibilities. 

An average game played at 
slow speed (slow or moderate 
speeds seem best until you are an 
experienced player) will take about 
20 hours. Each of the four worlds 
— Eastern USA (starts in 1830), 
Western USA (1866), England 
(1828), or Europe (1900) — allows 
you about a century to dominate 
the economy of the region. The 
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Turn off the resources option, and 
the Local Display becomes a 
bird’s-eye view of an entire met- 
ropolitan corridor — excellent for 
watching your trains run like 
clockwork, and for checking 
supply and demand. 


yee 


The Area Display. The symbols 
reveal cargo waiting at de- 
pots, the size of the popula- 
tion, the location of sources of 
wood, coal, livestock, and so 
forth. Use this display to plan 
your expansions or improve 
efficiency. 


The Detail Display is where you 
construct engines, lay track, and 
erect depots. It is also valuable 
when you are acting as dis- 
patcher, and can route trains by 
switching signals. 


The window on the lower right 
reveals a lot about each train 
at a glance: its cargo, any 
unfilled cars, and its destina- 
tion and speed. 


The window at the upper right 
shows the entire region. Use it 
with the large viewing window to 
get your bearings when moving 
through unknown territory. 


W Pay for. 

all Cargas. 
A fairly complete terminal with 
hotel, post office, restaurant, and 
switching yard. You can make 
money through station improve- 
ments, but wait until later in the 
game when you've got lots of 
extra cash. 
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worlds differ in car- 
gos, cities, available 
engines, and, of 
course, terrain. They 
are all, however, 
controlled by the same simple, 
logical player interface: easy pull- 
down menus; superior and com- 
plete status cues; excellent graph- 
ics; short-cut keys; four-stage maps 
that zoom from the complete world 
down to local views a few miles 
across; animated bridge-building 
and crashes; and mouse support. 
A keyboard, however, works just 
as well. 

During your century of con- 
quest, you will be kept entertained 
and busy by learning new ways to 
work the trains; deciding whether 
to add or remove cars as cities 
change or grow; choosing which 
engines to replace as faster or more 
powerful models become avail- 
able; determining where to build 
hotels, post offices, switching 
yards, engine shops, etc.; saving 
up enough cash to expand; and, of 
course, always keeping an eye on 
J. Pierpont Morgan or Cornelius 
Vanderbilt as they send out new 
track like tentacles, one goal in 
mind — your financial ruin and 
personal disgrace. 

There are other paths to dis- 
grace as well. You can be removed 
from your presidency by irate 
stockholders if you make serious 
blunders too many years ina row. 
If you expand too quickly, you will 
find that operating costs can start 
to exceed income in a downward 
spiral that may force you to declare 
bankruptcy. 

If you play the higher levels of 
the game, trains can collide or fall 
through washed-out bridges. Al- 
though you can prevent these ca- 
tastrophes by prompt rerouting 
and other emergency measures, 
you must be quick and alert. After 
acrash, you lose the trains without 


any compensation, 
and frightened cus- 
tomers shun your 
entire operation for 
several years, as 
well they might. As the manual 
nicely puts it, “shippers find other 
ways of moving their goods.” 

Also, you or your sinister 
competitors can secretly build track 
to one another’s more lucrative 
terminals, triggering a rate war. 
For approximately the next four 
years, both railroads frantically 
service the terminal. Then the city 
council votes, deciding which line 
will be allowed to provide service 
ona permanent basis. The winner 
is the first line to carry more than 
66 percent of the appropriate cargo 
to and from the terminal. The 
winner gets the terminal and, for 
two years, double rates. The loser 
forfeits surrounding track and the 
right to service the station (and 
possibly other stations if the rate- 
war terminal is not at the end of the 
line, since all lines in a railroad 
must connect). 

Here are some hints for the 
novice tycoon. Choose the West- 
ern USA option, Investor level, No 
Collision Operation, Friendly 
Competition, Basic Economy. Press 
F1 and look on the map for the 
largest clusters of population in 
the Middle West (on most screens 
they will be red or pink splotches). 
If possible, avoid connecting cities 
separated by mountains (which 
slow trains down) or rivers (which 
require expensive bridges). Since 
each game begins with random 
variables, you'll need to check the 
map to locate cities which are 
heavily populated. 

Go to the action menu (press 
A) and press Enter to call your 
broker. Select “Cash” and go into 
debtright away, selling a couple of 
bonds for another $1 million to 
finance your first wave of expan- 


Pacific/$22,000) 
bound for Indianapo! 


ry 
i Pisa: f prensa In the Train Report window, you 
8 as ot Mail ee ary § 
assengers trom Gary modify cargo car types, set 
schedules, replace engines, and 


learn useful information. 


Indianapolis 


Save money by choosing the 
smallest station that encloses the 
greatest number of buildings. You 
can always build something big- 
ger a decade or two later if the 
population increases. 


A menu of the engines currently 
(historically) available, with their 
speed, power, and purchase 
price. Forsmall trains onlong runs, 
choose speed over power. 


How the Diesel-Electric performs 
on variously steep terrain, with 
various cargo weights. Try to lay 
track around hills and mountains 
when possible. 


Maximum, 


Power al pwbar: 0h 


Price: 


Tunnels are tremendously ex- 
pensive, but if you've got $150 
million in cash near the end of 
the game, you won't care. 


In the novice mode there are no 
floods, so always save money by 
building wooden bridges. 
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Your bridge under construction. 


A collision means a severe, 
probably fatal, blow to your ty- 
coon ambitions. 


Within the Train Report screen 
youcan examine this train’s route 
in the context of your entire em- 
pire. Any priority shipment re- 
quests are highlighted. 


The stock market. We’re black 
here, and doing well. 


es Hey Sak 
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PROFIT: 


A balance statement of income 
and expenses. 


: OR 


$40,540,000 YTD: £ 1,260,000 


You can shift reality levels when- 
ever you choose. Adding Dis- 
patcher Mode can turn the 
game into an arcade challenge 
— can you build or switch signal 
towers fast enough to stop colli- 
sions? 
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sion. Then lay a 
straight line of track 
between the two cit- 


ies you've chosen. 
Build a station at 


each city and then have an engine 
built. For cargo, choose one mail 
car and two passenger cars. Then 
press F3 and watch the action as 
your train begins to traverse the 
line, paying youmoney every time 
it arrives at a station. 

Three other would-be tycoons 
lurk within the computer, their tiny 
greedy eyes on the same popula- 
tion centers. Given a chance, they 
will lay track and connect all the 
best cash cows before you can. So 
expand to several other cities right 
away. Within the first 15 minutes 
of play, you should try to have at 
least three trains going, evenif you 
use up all your cash. 

Distance and speed are factors 
which affect the profitability of 
carrying passengers and mail, but 
all other cargo is simply paid by 
weight — no matter how far or fast 
you carry it. So ignore chances to 
transport anything other than 
passengers and mail. Also, try to 
resist opportunities to make big 
killings by rerouting a train to carry 
a “priority shipment.” Now and 
then a news flash will announce 
your chance to earn a whopping 
sum for carrying a congressman or 
delivering a vaccine from one of 
your cities to another. You need to 
become more agile with the mouse 
or keyboard, and learn to read the 
game’s many visual clues, before 
priority rerouting becomes practi- 
cal. 

There are many other ways to 
approach this game, but expand- 
ing westward in the fashion de- 
scribed will give you a taste of the 
drama and excitement Tycoon has 
to offer. 

However, if you find yourself 
in serious trouble, there is a magic 


money machine not 
mentioned in the 
manual that will 
give you half a mil- 
lion interest-free 
dollars whenever you ask. Go to 
the largest scale map (press F1), 
press the $ key (Shift-4), and you'll 
get $500,000. You can keep on do- 
ing this until you own the uni- 
verse, but many players will likely 
prefer the challenge and symme- 
try of the game as it was designed 
to be played. 

There is much more to Tycoon 
than space permits description — 
takeovers of entire railroads 
through stock market manipula- 
tions; the complex economy op- 
tion which, among other things, 
allows you to establish railroad- 
owned industries; and the impact 
of variations in the economic cli- 
mate, to name three. Nonetheless, 
you can enjoy this game at its 
simplest level as an enormous, 
wonderfully animated, train set. 
Or you can accept the challenge of 
matching wits with some of the 
cleverest foxes to have chosen 
unfettered Darwinian capitalism 
as their playing field. However you 
approach Tycoon, though, you will 
very likely consider it among the 
best games you've ever played. 


Lay double-track through busy 
corridors. Trains will never have to 
wait for each other, and cannot 
crash. 


The Baily Tattler 


Rate War Declared in 
Signal Tower! 
T&C vs. L&L. 


Adreaded Rate Waris declared. 
If youstart one, have a couple of 
powerful engines waiting at the 
nearest city, lay double-track, 
and check cargos for efficiency 
during the entire war. 


You may want to “hold” (pause) 
a train to avoid a collision, to 
clear a run during a rate war, or 
to allow easy passage for a prior- 
ity shipment. The red line indi- 
cates aheldtrain. The greenlines, 
and their length, display speed. 


The Mikado engine is great for 
long, heavy freight trains. It is 
available for purchase anytime 
after 1903. Announcements of 
new, more powerful engines for 
sale are made several times dur- 
ing the game. 


If you choose Eastern USA, you'll 
find that the only engine avail- 
able in the 1830s is the charming, 
but feeble, 0-4-0 Grasshopper. It 
has trouble even when pulling 
only one car. Replace all Grass- 
hoppers with the Norris engine as 
soon as possible. 


== } | System requirements: 
IBM, Tandy, and com- 
| patibles; 512K mini- 
mummemory (640K for 
VGA); CGA, EGA, 
= | MCGA, VGA, orTandy 
= | 16-color graphics; color 
|| monitor; mouse op- 
}] tional but recom- 
@ | mended; supports Ad 
mj | Lib, Roland, and Tandy 
sound. MicroProse, 180 


Lakefront Drive, Hunt 
m= | Valley, MD 21030. 


mated “film” (complete with an- 
nouncements of highlights) of the 
annals and growth of your empire, 
and those of your competitors. 
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intendo games 
based on hit 
movies are 
common 
enough, but 
here’s’ one 
based on an 
obscure TV 
series from the 
1960s. Thunderbirds was unique 
among half-hour adventure shows 
in that it used neither animation 
nor live actors, but puppets — 
controlled by a now almost-for- 
gotten process called supermari- 
onation. 

In the U.S., the TV show still 
has a ghostly existence in reruns 
ona few cable stations, but it has 
largely faded from memory except 
among a few nostalgic fans. In Ja- 
pan, however, it evidently com- 
mandsa larger following. How else 
to explain Activision’s new game? 

The Thunderbirds are five pi- 
lots (and their father, who runs 
things from headquarters), all 
members of the Tracy family. Each 
Thunderbird flies a different and 
very powerful aircraft. Their mis- 
sion is to stop the alien villain 
HOOD, who schemes to conquer 
the world. The Thunderbirds’ 


Sharp, clear graphics are a prime attrac- 
tion of Thunderbirds. 


RE VIE Wes 


THUNDERBIRDS 
William R. Trotter 


Version reviewed: Nintendo. Activ- 


ision, P.O. Box 3047, Menlo Park, 
CA, 94025. 


The action unfolds against a wide variety 
of backgrounds. 


strategic planning is plotted by Dr. 
Brain, a scientist who monitors 
HOODand marks likely targets on 
a world map. To stop HOOD’s 
latest threat, the Thunderbirds 
have 60 days — which is not as 
long as it seems, since a damaged 
Thunderbird ship takes three days 
to repair. 

HOOD commands a fearsome 
array of weapons and creatures. 
Fortunately for the Thunderbirds, 
the very creation of these enemies 
also produces energy sources that 


the Thunderbirds can collect for 
their own use. The most important 
energy sources are the Orbital 
Device Configurations — secon- 
dary sources of firepower which 
can be joined to a Thunderbird 
aircraft. With the help of these de- 
vices, you can fire in two direc- 
tions at once or in a circular pat- 
tern. 

A good part of the game’s 
strategy involves choosing the 
right Orbital Device for the situ- 
ation. The most effective device is 
the Forward-Diagonal, which 
gives you the broadest arc of fire. 
To find it, look near China at the 
end of the third battle zone. 

Although Thunderbirds is a ba- 
sic scrolling-shooting game, the 
slight element of strategy makes it 
more interesting than the average 
shooter. Also, the graphics are 
pleasing and exceptionally crisp. 
If, by chance, you’re a fan of the 
original TV series, you'll probably 
find Thunderbirds a pleasant nos- 
talgia trip. All things considered, 
it’s a satisfying addition to a class 
of games that has become almost 
ridiculously overcrowded. 


I7VE GOT A 
[OF LIMITL 


joy meeting some old friends. 
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he sounds of 
cheering crowds 
and the crunch of 
colliding shoul- 
der pads an- 
nounce that au- 
tumn has arrived 
and it’s football 
season once 
again. Coincid- 
ing with the return of gridiron ac- 
tion is Cinemaware’s release of TV 
Sports Football for the NEC Tur- 
boGrafx-16. 

TV Sports Football is an excep- 
tional sports simulation. It makes 
good use of the machine’s graph- 


TheSharks and the Infernosare the game’s 
strongest teams. The team to avoid? The 
Hounds. For an easy win, give them to the 
computer. 


ics capabilities, pleasing the eye as 
well as the mind. The players are 
easily distinguishable from one 
another and perform much like 
their real-world counterparts — 
qualities seen in few other video 
football games. 

If you enjoy gridiron strategy, 
you'll appreciate the array of pos- 
sibilities offered by TV Sports 
Football on both offense and de- 
fense. Most of the formations used 
in pro football are available in this 
game. However, the statistics- 


REVIEWS 
\A 


TV SPORTS 
FOOTBALL 


Brian Carroll 


Version reviewed: NEC TurboGrafx- 
16. Also available for IBM, Tandy 
and compatibles; the Amiga; the 


Commodore 64; and the Atari ST. 
Cinemaware, 4165 Thousand Oaks 
Bivd., Westlake Village, CA 91362. 


weary football fan can relax. Setting 
up each play is very easy and will 
soon become second nature. 
Regardless of the formation, 
anything can happen once the ball 
is snapped. You aren’t locked into 
running the play you called. In 
fact, you can (and should) impro- 
vise at any point during the action. 
And the action is where this 
game really shines. On defense, 


See the two linebackers facing the right 
side of your line? Prepare to scramble, 
because a blitz is coming. 


You can choose from four basic offensive 
and defensive sets. 


you can make bone-crunching 
tackles and turf-pounding sacks 
reminiscent of Lawrence Taylor. 
On offense, you can pretend to be 
Joe Montana surgically dissecting 
a defense with short-range passes, 
or John Elway dropping back to 
unleash a bomb. 

You'll want to share fun like 
this, and TV Sports Football allows 
you to do so ina way never before 
seen in a home videogame. With 
the TurboTap accessory, as many 
as five people can play simultane- 
ously (up to four onthe same team) 
—each with independent control over 
a different player. It’s exciting to join 
up with a buddy on pass patterns, 
blitzes, and even running plays. If 
two of youare playing on defense, 
try charging both sides of the line; 
the quarterback will either end up 
eating turf or hurrying his pass. 

TV Sports Footballis simply one 
of the finest football simulations 
available for any game system. It 
skillfully combines realistic sound 
effects, crisp graphics, and awe- 
some action. 
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he Princess 
Eleanor’ of 
Arcadia is, to 
say the least, in 
trouble. 
Morbius the 
Malevolent 
has impris- 
. oned her in his 
imposing fortress, Kastlerock. 
There he intends to sacrifice her to 
the forces of darkness. With her 
death, he will gain world domina- 
tion. 

No one stands in Morbius’s 
way — no one, that is, but the old 
and weary sorcerer, Shadax. 


Until you find a pair of jump boots, you'll 
have to climb atop other objects in order to 
reach the ledges. 

In Solstice, you play the role of 
Shadax as he attempts to travel 
through more than 250 rooms of 
Kastlerock in search of the six 
pieces of the Staff of Demnos. Only 
with this holy rod can you hope to 
vanquish Morbius. 

Of course, Morbius has taken 
great pains to make your journey 
through his fortress considerably 
more eventful than a walk in the 
park. Each room has its own ways 
of confusing or even killing the 
brave Shadax. Morbius’s hench- 


SOLSTICE 


Gary Meredith 


Version reviewed: Nintendo. CSG 


Imagesoft, 9200 Sunset Blvd., Suite 
820, Los Angeles, CA 90069. 


men continually patrol the corri- 
dors and chambers of K4stlerock, 
and other less obvious perils await 
the intrepid sorcerer as well. 

Fortunately, there are items 
strewn about the fortress that can 
be of great help to Shadax. Magic 
potions confer greater powers on 
the old conjurer; jump boots put a 
bit more spring into his aging legs; 
and life hats rejuvenate a body 
that’s sometimes much weaker 
than his spirit. 

There are also ordinary items, 
suchas blocks and balls, which can 
bemaneuvered into advantageous 
positions. If you’re clever enough, 
you can even use Morbius’s fol- 
lowers to help you survive the 
rooms that are charmingly deco- 
rated with poisonous spikes, dis- 
appearing floors, and floating 
mines. 

Shadax’s Magic Mapis his most 
important possession. With this 
mapping feature, you can avoid 
traveling through the same pas- 
sages over and over again. The 


To avoid the poisonous spikes covering 
the floor, get across the room by using the 
floating platforms and transparent tiles. 
(Step lively.) 


map also keeps track of what po- 
tions and other items you have. 
And, should you get the opportu- 
nity to perform special bonus tasks, 
the map will reveal hidden doors, 
passageways, and teleportation 
devices. 

If you're looking for the non- 
stop action of a slash-and-hack 
game, you won’ find it in Solstice. 
The actionis mostly mental—with 
only a modicum of hand-eye coor- 
dination required — as you try to 
unravel the many puzzles and 
traps of Kastlerock. 


GP 


Before attempting to use the ramps, care- 
fully watch the patterns walked by 
Morbius’s guards. Also, watch out for tiles 
that are there one moment and gone the 
next. 
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rom the mo- 

ment you 

switch it on, 

it’s obvious 

that Super 

Monaco 

Grand Prix is 

an  excep- 

tional game. 

The first screen you see is a near- 

photographic-quality shot of a 

woman leaning against a “Sega 

Grand Prix” sign. Meanwhile, For- 

mula 1 race cars zoom by on the 
track behind her. 

Next comes a digitized screen 

of a car squealing out of the pits 

directly toward you, followed bya 


nea peer ova 


Digitized screens appear throughout the 
game. Some are animated and look almost 
like scenes from movies. 


close-up of the car’s engine — digi- 
tized and animated. The whole in- 
troduction looks almost like a 
movie or a top-notch arcade game. 
But a home videogame? It’s hard 
to believe. 

Better yet, there’s still plenty 
more to come. This isn’t one of 
those games that reserves its most 
impressive screens for the opening 
and closing credits. Super Monaco 


MONACO 
GRAND PRIX 


Matthew A. Firme 


Version reviewed: Sega Genesis. 
Sega of America, 573 Forbes Bivd., | 


P.O. Box 2167, South San Francisco, 
CA 94080. 


GP has a lot to offer, both in terms 
of graphics and game play. 

You can choose from several 
different races and tracks, all of 
them road courses from around 
the world. You can race ina single 
event or compete against other 
drivers for professional rankings 


At the top of the screen is your rear-view 
mirror. The cars and road behind you are 
reflected withas much detailas the forward 
view. 


as you move through an entire 
Grand Prix circuit. You can select 
from three transmissions: an au- 
tomatic, or either a four-speed or 
seven-speed manual. Other op- 
tions allow you to tailor the controls 
just about any way you like, letting 
you select which buttons will 
control the brakes, accelerator,and 
gear shifting. 

The great graphics and stereo 


In this race through Rio de Janiero, you 
can even see the huge statue of Christ on 
the Corcovado peak. 


sound effects continue through- 
out the game. Especially nice are 
the pit-stop scenes — full of color 
and fast, realistic animation— and 
the actual racing. The roads and 
surrounding countryside are ex- 
tremely well-defined, and the 
backgrounds scroll in perfect uni- 
son with your swerving, speeding 
car. 

As you accelerate you'll hear 
the engine whine, begging you to 
shift into high gear. Your pit crew 
will urge you on with clean, life- 
like shouts, and there’s even a 
Doppler effect as you pass other 
cars. Super Monaco GP is a winner. 
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ouglas 
Quaid is the 
latest movie 
character to 
make _ the 
transition 
from the sil- 
ver screen to 
the game 
machine, and he may be the most 
atypical. In fact, the phrase “reluc- 
tant hero” could have been coined 
just for him. 

After years of what seemed to 
be anormal existence — complete 
witha construction job and a beau- 
tiful wife — Quaid has come to 
realize that his entire life has been 
manufactured. Allmemories of his 


When Quaid discovers that even his wife 
is just another agent from Mars, he knows 
it’s finally time to get to the bottom of the 
mystery. 


trueidentity and previous life have 
been wiped out, and those of his 
new life superimposed. He doesn’t 
know why, or who is behind the 
scheme. All he knows is that he’s 
compelled to travel to the colony 
on Mars in hopes of unraveling the 
mystery. 

Total Recall is your big chance 
to follow in the footsteps of Arnold 
Schwarzenegger. The Austrian 


TOTAL RECALL 


Gary Meredith 


Version reviewed: Nintendo. Ac- 
claim Entertainment, 189 South 
Street, Oyster Bay, NY 11771. 


Somewhere in the cement plant is a suit- 
case with a ticket to Mars. These wrecking 
balls don’t make the search any easier. 


bodybuilder plays Douglas Quaid 
in the movie version of Total Recall, 
and you play Quaid in the 
Nintendo version. Adhering as 
closely to the movie as is possible 
in a Nintendo game, Total Recall 
takes you on a wild, nonstop ride 
from the back alleys of Earth to the 
fantastic frontiers of Mars. 

Along the way, youmust battle 
the agents of the organization 
which has tried to remake Quaid’s 
life. The agents are hiding a ter- 
rible secret, a secret that goes be- 


Deep within the mines of the Red Planet, 
Quaid desperately searches for his true 
identity and uncovers more than he bar- 
gained for. 

yond what they’ve done to Quaid’s 
memory, so they'll try to stop you 
at all costs. While fighting them, 
you must also acquire the ad- 
vanced weaponry necessary for 
your final duel on Mars. 

After battling your way 
through alleys, a subway, and a 
cement factory on Earth, you fi- 
nally take the shuttle to Mars. 
When youarrive, you discover that 
the efforts to stop you are even 
more intense. In addition to more 
agents, there are also hordes of 
robotic killers. 

If you survive a harrowing 
chase through the streets of the 
Mars colony, you'll enter the un- 
derground mines of the Red Planet. 
The final showdown against 
Cohaagen, your former boss, tests 
your abilities and your prepara- 
tion. 

Total Recall, more than many 
other games based on movies or 
TV shows, offers a real taste of the 
story which inspired it. For any- 
one who has seen the film, it’s fa- 
miliar territory. For those who 
haven’t, it’s still an exciting and 
entertaining game. GP 
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lexey Pajitnov, 
the Soviet de- 
signer of Tetris 
and Welltris, 
smiled apolo- 
getically when 
introducing his 
latest game ata 
recent press 
conference. 
“Over the past year, I keep 
trying to make a new game,” he 
explained, finding English as chal- 
lenging as most of us find his 
puzzles. “But I keep liking quiet, 
non-destroying games.” 


Faces seems easy at first, but soon more 
people begin appearing and the pieces 
drop faster and faster. (VGA graphics.) 

Faces...Tris III is definitely a 
“quiet, non-destroying game”: 
another nonviolent, engrossing 
puzzler in the tradition of Tetris. 
Once again, your job is to guide 
falling puzzle pieces into orderly 
piles at the bottom of the screen, 
thereby scoring points and ad- 
vancing to higher levels in which 
the pieces fall even faster. 

If Faces sounds like a clone of 
Tetris and Welltris, that's because it 
basically is. But Pajitnov has added 
anew element that rejuvenates his 
formula and turns Faces into 
something delightful. Instead of 


FACES 
TRIS Ill 


Tom R. Halfhill 


Version reviewed: IBM, Tandy, and 
compatibles; 512K minimum mem- 
ory (640K for VGA); monochrome, 
CGA, EGA, MCGA, VGA, or Tandy 
16-color graphics; joystick optional; 


supports Ad Lib and Tandy sound. 
Soon to be released for the Macin- 
tosh and Amiga. Spectrum Holobyte, 
2061 Challenger Drive, Alameda, CA 
94501. 


steering abstractly shaped blocks 
to the bottom of the screen, you 
steer parts of people’s faces. Chins, 
mouths, noses, eyes, and foreheads 
fall relentlessly downward, and 
you have to assemble them into 
recognizable portraits. 


Wise [cirsioe 


Try combining parts of different politi- 
cians to come up with a leader who can 
please all of the people all of the time. 
(VGA graphics.) 


Faces is a veritable encyclope- 
dia of famous visages. Einstein, 
Lenin, Mozart, Gorbachev, Sitting 
Bull, Dracula, and even the Easter 
Bunny are among the dozens of 
notables who make appearances. 

To score the most points, you 
must assemble a face using all five 
parts from the same person. You 
can, however, mix ‘n’ match — for 
example, you could stack Marga- 
ret Thatcher’s hairdo atop Mikhail 
Gorbachev's eyes, Mao Tse-Tung’s 
nose, Indira Ghandi’s smile, and 
V.I. Lenin’s goatee. In fact, creat- 
ing mutants is half the fun. 

Although Faces works with 
CGA and monochrome graphics, 


Level 2 introduces famous faces from the 
art world. Mona Lisa winks at you, and 
Van Gogh’s right ear blinks on and off. 
(EGA graphics.) 


it really needs EGA or better. Oth- 
erwise, the faces are difficult to 
recognize. 

Extra features let you play 
against someone via modem and 
even create your own faces with a 
drawing program like DeluxePaint. 
Any way you look at it, Faces is a 
handsome game. 
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ust off your 

slime blower 

and prepare to 

bust some 

ghosts. It’s 

New Year’s 

Eve and, once 

again, New 

York 2s City, 

needs your help. Apparitions of all 

kinds are haunting the tenements, 

the subways, and even Central 
Park. 

Meanwhile, Vigo, the spirit of 

a 17th-century tyrant, impatiently 


You've got only a few seconds to destroy 
that green spook. The ghost trap will get 
the giant spider off your back. 


awaits the arrival of midnight. 
When the clock strikes 12, he’ll be 
released from his otherworldly 
prison—a painting of himself that 
hangs in the New York City Mu- 
seum of Art. Once freed, he can 
begin his new reign of terror. 
Ghostbusters II tests your skill 
in seven levels of arcade action. 
You begin with four lives (one for 
each Ghostbuster) and two contin- 
ues. Four lives aren’t enough, but 
youcan earn anextra life by hitting 
20 of the Ghostbusters symbols 
found throughout the game and in 
bonus rounds. A two-player option 


REV EWS 


GHOST- 
BUSTERS Il 


Lisa Sahlie 


Version reviewed: Nintendo. Also 
available for the Game Boy; IBM, 
Tandy, and compatibles; the Amiga; 


and the Commodore 64. Activision, 
3885 Bohannon Drive, Menlo Park, 
CA 94025. 


For a shield or power-up, shoot the glow- 
ing green glob and run over the medallion 
it releases. 


allows you to take turns playing 
with a friend. 

Armed with your handy slime 
blower, youset out on foot through 
the old Van Horne train station, 
the courthouse, the subway, and 
finally the art museum. Flying 
objects and other paranormal enti- 
ties must be slimed, dodged, 
jumped, or eliminated with a well- 
placed ghost trap. 


Another vital weapon in your 
arsenal is the Ecto-1A Ghostbusters 
car, equipped with a double-tra- 
jectory slime blower to stop spooks 
in the streets and in Central Park. 
And when you climb inside the 
Statue of Liberty, you can make 
her walk and shoot fireballs from 
her torch. 

As with most shoot-em-ups, 
the last level in the game is the 
most difficult. If you don’t have at 
least one continue by this point, 
chances are you won’t complete 
the game. At the art museum, each 
Ghostbuster must make his way to 
Vigo’s painting by evading nu- 
merous flying objects and slime- 
throwing ghosts. Once there, the 
Ghostbusters can eliminate the 
tyrant’s spirit by spraying it with 
positively charged slime. 

Although Ghostbusters I fea- 
tures music and characters from 
the movie, the plot only loosely 
follows the film. The action is 
somewhat repetitive, and the last 
stages are extremely difficult. To 
complete the game, you must be- 
come expert at finishing the lower 
levels with enough men left over 
for the end. 


Abonus round allows you to shoot Ghost- 
busters symbols to earn an extra life. 
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here’s trouble 
in Vileville. 
ElRad the Evil 
One and his 
criminal com- 
rade, Bionic 
Lester, have 
kidnapped 
Miss Aerial. 
Not only is she the town’s Roller 
Queen, but she’s also the daughter 
of Great Ben, the last of the legen- 
dary Bad ‘n’ Rad Skateboard 
Masters. 

Miss Aerial also happens to be 
your girlfriend. If you can rescue 
her from ElRad’s clutches, you'll 
win her heart and become a Bad ‘n’ 
Rad Skateboard Master yourself. 

But there’s more at stake than 


Stage 1 is fairly easy, although you'll get 
skewered on these spikesif you don’t duck. 


defending Miss Aerial’s honor. The 
kidnapping is merely the latest 
attempt by ElRad to intimidate 
skateboarders and conquer the 
entire skateboarding world. If he 
isn’t stopped, thrashers every- 
where will be under his evil thumb. 

In Skate or Die: Bad ‘n Rad, 
seven stages of action separate you 
from ElRad the Evil One. The first 
four are relatively easy Entry 


SKATE OR DIE: 
BAD ‘N RAD 


Tom R. Halfhill 


Version reviewed: Game Boy. 


Konami, 815 Mittel Drive, Wood Dale, 
iL 60191. 


Levels. When the game starts, you 
can begin playing on any of these 
four stages. 

The final three stages are the 
Bad ‘n’ Rad Levels. They’re much 
more difficult and can be reached 
only after you've cleared stage 4. 
At the end of stage 7, you'll face 
your final showdown with ElRad. 

Stages 1,3, 6, and 7 scroll hori- 
zontally with a side view of your 
character, and stages 2, 4, and 5 
scroll vertically with a bird’s-eye 
view. This adds variety to the game 
and also requires you to master 
different skateboarding skills. 

Among the enemies you'll face 
are the Berserk Not-So-Happy 
Clown, Mister Wart Monger, the 
Whopper Chopper, Sir Slice Alot, 
and Bionic Lester. Fortunately, you 
can pick up ice cream cones, pizza, 
and canned goodies to replenish 
your life force and score points. 


Stage 2 changes from horizontal to vertical 
scrolling. Notice the canned goodies (bot- 
tom) and the pounding surf (right). 


Unlike the NES version of Skate 
or Die — which emphasized skate- 
board stunts, obstacle courses, and. 
half-pipe freestyling — Skate or Die: 
Bad ‘n Rad is an action-adventure 
that pits you against bad guys and 
lethal hazards during your quest 
to rescue a damsel in distress. Al- . 
though some of the flavor of Cali- 
fornia skateboarding has been lost, 
it’s still a dynamite action game. 
Most beginners should be able to 
cope with the early stages, while 
advanced players will encounter 
plenty of challenge on the Bad ‘n 
Rad Levels. 


SP 


Among the perils in stage 4 are these 
oversized sewer rats. Plug in your ear- 
phones and listen to them squeal. 
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pect to 
dream. 
Some of those dreams may be 
nightmares, but they’re supposed 
to end when you wake up. Not so 
for poor little Kickle. He has awak- 
ened to a real nightmare — the 
lovely Princess Mira and everyone 
else in the Fantasy Kingdom are 
locked in theicy grip of the Wicked 
Wizard King. 


To reach the Dream Bags on the other side 
of the water, form a bridge by using the 
rotating hammer to turn the frozen Noggle 
90 degrees to the right. 

The wizard has hidden the 
people inside Dream Bags scat- 
tered around the four lands of the 
kingdom (Garden Land, Fruit 
Land, Cake Land, and Toy Land). 
They’ll sleep forever unless Kickle 
can rescue them. 

It won’t be an easy mission. To 
bedevil Kickle, the wizard and his 
minions have planted puzzles 
throughout the many provinces of 
each land. To further complicate 
matters, the Dream Bags are 


KICKLE 
CUBICLE 


Gary Meredith 


Version reviewed: Nintendo. Irem 


America, 6335 154th Avenue NE, 
Redmond, WA 98052-9836. 


The cannons seem awfully determined to 
undo your handiwork. But if you wait a 
few moments, the ice will refreeze and you 
can resume chasing Noggles. 

guarded by creatures which make 
a simple solution to each puzzle 
nearly impossible. The most nu- 
merous of these creatures are the 
Noggles, watery blobs that plod 
around and get in Kickle’s way. 
The Noggles can also be of some 
help, however, if they’re used ap- 
propriately. When frozen into ice 
cubes by Kickle’s breath, they can 
be moved to form bridges so Kickle 
can reach areas where Dream Bags 
are kept. 


Unfortunately, Kickle can 
shove the frozen Noggles in only 
one direction without some help. 
With the assistance of springs, 
barriers, and rotating hammers, 
Kickle can change an ice cube’s 
direction of travel. But like normal 
ice cubes, the frozen Noggles don’t 
stay frozen forever. Kickle has only 
a short time before they thaw out 
and start chasing him again. And, 
of course, he still has to deal with 
all those other creatures. 

There are a few other items 
that may help Kickle in his quest. 
Ice Pops bring extra points, hearts 
give Kickle an extra life, and Prin- 
cess Mira’s ring will take him to a 


Slide the cubes past the Dream Bags to 
block the creatures in each corner. (Al- 
though cubes are useful mainly for cross- 
ing water gaps, they can also be used to 
eliminate enemies.) 


bonus stage. Also, some provinces 
have powerrocks which will freeze 
everything in a province (except 
Kickle) for a short time. 

Kickle Cubicle is designed 
mainly for younger Nintendo 
players. But thanks to its tricky 
puzzles and cute graphics, it may 
end up as a favorite of the whole 


family. GP 
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ulling data 
from the avia- 
tion press (and 
perhaps froma 


few inside 
sources as 
well), Elec- 


tronic Arts has 
produced a 
plausible and 
exciting simulation of an aircraft 
still so secret that no authorized 
photos of it have ever been re- 
leased. 

Designed to be the fastest, 
stealthiest, least vulnerable com- 
bat helicopter in service, the LHX 
is a sleek, hot, deadly machine, 
and LHX Attack Chopper convinc- 
ingly re-creates those qualities. In 
addition to the LHX, you can also 
fly the Apache and Blackhawk 
helicopters, or the fascinating tilt- 
wing Osprey —anaircraft that can 
take off and land like a helicopter, 
then fly and fight like a good pis- 
ton-engine fighter plane. 


Aerial combat against enemy choppers is 
one of the hairiest missions you can choose 
—be prepared to facea sky full of missiles. 


You can fly any or all of these 
craft on 12 types of missions in 
three different theaters of war. 
Some of these missions require 
stealth and some demand sheer 
firepower. Because there are five 


NS 


LHX ATTACK 


William R. Trotter 


Version reviewed: IBM, Tan 
compatibles; 512K minimum mem- 
ory (640K for VGA); CGA, EGA, or 


VGA graphics; joystick or mouse | 
optional; Ad Lib and Tandy sound | 
boards optional. ; 


difficulty levels and the details of 
the missions are randomized, LHX 
Attack Chopper potentially offers 
hundreds of hours of entertain- 
ment. 

Electronic Arts deserves credit 
forcreating asimulation that’s both 
action-packed and easy to use. To 
be sure, it takes awhile to learn this 
game (which is true of any self- 
respecting flight simulator), but 
once you master one aircraft the 
others are fairly easy. And the 
emphasis is on flying and fighting, 
not on endless high-tech mechan- 
ics. 

The combat missions are so 
enthralling that, at one point, no 
less than four editors at Game 
Player's werespending lunch hours 
and coffee breaks strafing ground 
targets and engaging Soviet-made 
Hind gunships in wild, stomach- 


You can pick from five levels of difficulty, 
and even the easiest missions are chal- 
lenging for beginners. 


lurching dogfights. Considering 
the sizable number of games we 
see, it’s arare program indeed that 
inspires that much enthusiasm. 
LHX Attack Chopper offers a 
nearly ideal blend of challenge and 
entertainment. Both the graphics 
and the animation are first-class. 
(The pyrotechnics during the night 
missions are especially nice.) The 
instructions are well-organized 
and clearly written. And Electronic 
Arts offers a lot of little extras, too, 
such as options that allow you to 
“ride” a missile to its target, or to 
observe your own attacks from the 
target’s point of view. LHX is a 
worthy addition to the lineup of 
air-combat simulators. 


SGP 


Although the real LHX helicopter is still 
classified, Electronic Arts’ simulation looks 
and flies quite convincingly. 
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New Nintendo Titles 


Change the outcome of the Civil War in Kemco-Seika’s North and South. 


Coming later this year from 
Kemco-Seika are Nintendo 
translations of the computer 
games North and South and Deja 
Vu. 

North and South is a 
cartoonlike game based on the 
Civil War. It offers both action 
and strategy as it leaves the fate 
of the nation in your hands. Deja 
Vu is a mystery game which 
begins as you wake up in a 
trashy restroom witha complete 
loss of memory and a puncture 
wound in your arm. It’s up to 
you to discover your identity 
and the circumstances sur- 
rounding your predicament. 

The famous shipwrecked 
castaways of Gilligan’s Island are 
coming to Nintendo in a new 


game from Bandai. Gilligan's 
Island includes all the charac- 
ters from the popular TV series 
of the 1960s. Your task is to help 
Gilligan and the Skipper find a 


F S 


In Kemco-Seika’s Deja Vu, regaining your 
memory is your first challenge. 


way off their deserted island by 


exploring the jungle and put- 


ting together clues from the 
other castaways. 
Bandai is also introducing 


Dick Tracy, based on the 
summer's hit Disney movie. As 
detective. Tracy, your goal is to 
put Big Boy Caprice, the city’s 
crime boss, behind bars. You | 
must search buildings and pa- 
trol the streets to find clues link- 


Help the castaways find a way homein Bandai’s 
Gilligan's Island. 


Dick Tracy, based on this summer's hit movie, is 
coming to Nintendo from Bandai. 


ing the criminal to his crimes. 
Both Gilligan’s Island and Dick 
Tracy are scheduled to be on 
store shelves by Christmas. 
Legendary monsters come 
to Nintendo in Bandai’s Fran- 
kenstein and Data East’s 
Werewolf. Frankenstein is a kick- 
and-punch game in which you 


89 


GAME PLAYER'S 


A 
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must save Emily, a meek vil- 
lager, by sending Frank- 
enstein’s monster back to his 
grave. In Werewolf, your char- 
acter changes from man to beast. 
As a werewolf, you have excel- 


lent climbing, jumping, and 
punching skills for your fight 
against evil. 

Look for Taito’s latest role- 
playing fantasy, Dungeon 
Magic, on store shelves in Sep- 


Where In Hollywood Is 
Carmen Sandiego? 


Carmen Sandiego, the cunning 
woman thief in a line of popular 
computer games from Bro- 
derbund, will soon star in a Sat- 


GAME PLAYER'S 


Teenage 

detectives 

chase an 

elusive thief 

4 inanewTV 

series based 

on the 

14 popular 

@ Carmen 

i] Sandiego 

i] computer 
games from 

Broderbund. 


urday morning animated TV series. 
DIC Enterprises, a producer of 
children’s TV, is working with 
Broderbund on the new show. 
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Your fighting powers 
are quite impressive as 
a man-turned-monster 
in Data East’s Werewolf. 


| Dungeon Magic is a 
new role-playing 
fantasy game from 
Taito. 


tember. In this quest game you 
must explore medieval dun- 
geons, mazes, and caves to find 
a prophecy anda magicalsword 
needed to defeat an evil king. 


The half-hour show will be 
closely patterned after the best- 
selling computer games Where in 
the World is Carmen Sandiego?, 
Where in the USA is Carmen 
Sandiego?, Wherein Europe is Carmen 
Sandiego?, and Where in Time is 
Carmen Sandiego?. The story fol- 
lows a teenage brother and sister 
who are detectives in search of 
Carmen, her henchmen, and the 
loot they have stolen. 

Each episode will be divided 
into three segments. The detectives 
search for clues in the first two 
segments, then, in the third seg- 
ment, find the treasures Carmen 
has stolen. Of course, the elusive 
thief always manages to escape, so 
the story continues from week to 
week. 

Plans call for the show to be 
carried by one of the major TV 
networks. A date for the premiere 
has not yet been set. 
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NEC’s TurboGrafx- 16 Playtour 


Before the winter holidays, NEC 
will host a ten-city PlayTour with 
free admission for children and 
teens. Gamers will have a chance 
to play NEC’s latest games for the 
TurboGrafx-16, including Bonk’s 
Adventure, TV Sports Football, and 
Bloody Wolf. 

Players can also compete 
against one another by entering 
the PlayTour Challenge. In this 
contest, players go head-to-head 
in Cybercore to win TurboGrafx-16 
videogame systems. The grand 


prize includes a TurboGrafx-CD 
player and an NEC 20-inch color 
monitor. Contestants can also win 
prizes by entering their names ina 
random drawing. 

The PlayTour will make three- 
day stops in Los Angeles, San 
Francisco, New York, Chicago, At- 
lanta, Philadelphia, Boston, De- 
troit, Dallas, and Houston. For 
more information, call the 
TurboGrafx-16 help line at 1-708- 
860-3648. 


New Fantasy Adventures 


For Computers 


Two new computer games with ex- 
ceptional graphicsareontheway from 
UBI Soft, a French software company 


Rescue the beautiful Isolde in the land of Unreal. 


whose products are distributed in the 
US. by Electronic Arts. 

Unreal, available only for the 
Amiga, has the best graphics of 
any computer game we've seen 
since Shadow of the Beast from 


Psygnosis. You play the role of the 
warrior Artaban, who must save 
the beautiful Isolde from a dark 
guardian. A copper dragon 
helps you on your journey to 
find the Changing Sword and 
to destroy the four elements 
of evil. 

UBI Soft’s second game, 
B.A.T., is being released for 
the Amiga, Atari ST, and PC 
compatibles. In B.A.T., the 
industrial leaders of Earth 
have been banished to the 
planet Selena. An evil genius 
plans to destroy Selena and ulti- 
mately gain control of Earth. As a 
special agent for the Bureau of 
Astral TroubleShooters (B.A.T.), 
youmust thwart his plans and save 
Selena. SP 
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(TART: 


CHB) 


READERS’ POLL 


Here’s your chance to 
let other videogame 
players know your 
favorite games! Send us 
a card or letter listing 
your top Nintendo, 
Sega, Genesis, or NEC 
TurboGrafx-16 titles. 
Address it to Readers’ 
Poll, Game Player’s, P.O. 
Box 29364, Greensboro, 
NC 27429. 


= MLO Gilad LEE Ea 


NINTENDO 
O Adv. Bayou Billy 
O All Pro Basketball 
O Al Unser’s Racing 
O Astyanax 
O Bad News Baseball 
O Bases Loaded 2 
O Baseball Stars 
O Batman 
O Battle Chess 
O Cabal 
O Captain Skyhawk 
O Castlevania 3: 

Dracula's Curse 
O Caveman Games 
O Chessmaster 
O Classic Concentration 
O Crystalis 
O Days of Thunder 
0 Dick Tracy 
O Dig Dug 2 
O Double Dare 
O Dragon Spirit 
O Dungeon Magic 
O Dusty Diamond's Softball 
O Family Feud 
O Fast Break 
O Frankenstein 
O Gauntlet 
O Gauntlet 2 
O Genghis Khan 
O Ghostbusters 2 
O Gilligan’s Island 
O Goal 
O Hatris 
T Hollywood Squares 
0 Hoops 
O Hunt for Red October 
O Image Fight 
O Jack Nicklaus Golf 
O Jeopardy-25th Anniv. 
0 Journey to Silius 
O Kickle Cubicle 
O Kid Kool 
O Kings of the Beach 
O Klax 
O Lee Trevino Golf 
O Little League Baseball 
O Ms. Pac Man 
O Mafat Conspiracy 
O Maniac Mansion 
O Marble Madness 
O Mechanized Attack 
O Mission Impossible 


PHONE ORDERS: 407-241-8511 FAX ORDE 


$35.95 


36.95 
39.95 
39.95 
39.95 
42.95 
41.95 
42.95 
37.95 
38.95 
45.95 


42.95 
TBA 
42.95 
TBA 
49.95 
TBA 
42.95 
32.95 
49.95 
39.95 
TBA 
37.95 
TBA 
39,95 
TBA 
19.95, 
TBA 
54.95 
39,95 
37.95 
39.95 
TBA 
39.95 
36: 95, 


(OT 
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NINTENDO 


Muppet Adventure 
Ninja Gaiden 2 


Nobunaga’s Ambition 


Pac Man 
Paperboy 
Phantom Fighter 
Pinball Quest 
Pipe Dream 
Puss ‘n Boots 
RBI Baseball 
RBI Baseball 2 
Remote Control 
Robocop 
Roller Games 


Romance of 3 Kingdoms 


Sesame Street ABC 

Sesame Street 123 

Silent Service 

Skate or Die 2 

Ski or Die 

Snake’s Revenge 

Solar Jetman 

Spot 

Super C 

Super Off-Road 

Tecmo Bowl 

Teenage Mutant 
Ninja Turtles 


TMNT: The Arcade Game 


Thunderbirds 
Time Lord 
Tombs & Treasures 


Top Gun: Second Mission 


Ultima Exodus 


Wheel of Fortune-Family 


Win,Lose or Draw 


WCW World Wrestling 
Wrath of Black Manta 


GAME BOY 
Bases Loaded 
Batman 
Beetlejuice 
Boxxle 
Castlevania 
Cosmik Tank 
Daedalian Opus 
Dexterity 
Double Dragon 
Fist of North Star 
Flipull 
Gargoyle’s Quest 
Ghostbusters 2 
Hatris 
Heavyweight Champ. 
Boxing TBA 
Hyper Lode Runner 22.95 
Ishido: Way of Stone TBA 
Jordan vs. Bird TBA 
Kwirk 22.95 
Light Boy Accessory 22.95 
Lock ‘N Chase 22.95 
Malibu Beach V-Ball 22.95 
Motocross Maniacs 22.95 
NFL Football 22.95 
Nemesis 26.95 
Paperboy 23.95 
Penquin Wars 24.95 
QBillion 23,95 
Quarth 22.95 
Shanghai TBA 
Skate or Die TBA 
Spiderman TBA 
Spot TBA 
Super Scrabble TBA 
Teenage Mutant 
Ninja Turtles 
WWE Superstars 22.95 
Wheel of Fortune 28.95 
Wizards & Warriors TBA 


$22.95 
26.95 
TBA 
24.95 
24.95 
TBA 
22.95 
24,95 
26.95 
22.95 
22.95 
25.95 
TBA 
TBA 


26.95 
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OUR POLICY: VISA & MASTERCARD accepted * No surcharge for 
credit card orders * Your card is not charged until we ship * No shipping 
charges on backorders for currently available product(s)Separate orders 
for product(s) not yet available «Two weeks clearance on personal and 
company checks * No C.0.D.'s + 90 day limited warranty on all products. 
We will gladly exchange defective cartridge(s) for the same title only. No 
other exchanges or refunds will be given. All items subject to availability. 
subject to change without notice * All returns must have an 
authorization number * SALES TAX: FL residents add 6% to total order. 
SHIPPING POLICY: 


Price 


Continental US : All credit card orders placed by 


3:30 P.M. Eastern Time (weekdays) for "in stock” items ship same day 

(barring system failures,etc.) via UPS Ground for $3.50 or UPS Blue Label 

(2nd Day Air) for $6.00 + Outside Continental US : Call/write/fax for info. 
VGE + 1120 Holland Drive #16 + Dept. PLO9 « Boca Raton, FL. 33487 


407- 241-8609 


Readers’ 
Poll: 
Nintendo 


(Alphabetical order) 


Bases Loaded 

Blaster Master 

Castlevania II: Simon’s Quest 
Double Dragon 

Gauntlet 

Metal Gear 

Ninja Gaiden 

Super Mario Bros. 2 

Teenage Mutant Ninja Turtles 
Zelda II: The Adventure of Link 


BABBAGE’S 
TOP TEN 


(Provided by the Babbage’s 
chain of software stores.) 


1. Ultima VI 
(Origin) 

2. Teenage Mutant Ninja Turtles 
(Ultra) 

3. Champions of Krynn 

' (SSI) 

4. Conquests of Camelot 
(Sierra) 

5. Where in Time is 
Carmen Sandiego? 
(Broderbund) 

6. Where in the World is 
Carmen Sandiego? 
(Broderbund) 

7. Sim City 
(Maxis) 

8. Flight Simulator 4.0 
(Microsoft) 

9. Where in the USA is 
Carmen Sandiego? 
(Broderbund) 

10. Wolfpack 
(Broderbund) 


All games 
come with 
a 90-day 


rf 40 00 
RECEIVE to GAME 


(Due to a 3 month lead time to place this ad, our sell or buy prices may be different) 


State Zip (We reserve the right to refuse any purchase or sale.) 
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MOST GAMES DELIVERED WITHIN 2 BUSINESS DAYS S ‘AND TO PRE-BOOKI! 
FREE MEMBERSHIP—Just fill out coupon and mail in. You will bi) TO ORDER ) Fecal 
receive "The Fun Club" catalog monthly. | CALL om | 
Le eet aauaaeey | On WHITE TO: "THE FUN CLUB" Ue 
4948 Highway 169 North, New Hope, MN 55428 : F 
oy, nig | FUNCO, INC., 4948 Highway 169 North, New Hope, MN 55428 
Name | | To Purchase: Send check or money order, or credit card number to FUNCO, INC.,.4948 Highway 169North, 
New Hope, MN 55428. Add $4.50 Shipping plus 50¢ per game. Add $1.00 per title if ordering by credit card. 
Address | Aros ep Nesta Hewals plese poouble shipping charges. MN residents please add 6% sales tax. 
E ase allow 21 days for personal chec! a 
“ | To Sell Us amea’ Call us first for current prices. Prices based on game, instruction manual and original 
City | box. Subtract $1.00 for missing manuals and $3.00 for missing boxes. 


MARKETPLACE ay. 


The Video Game Specialists 


JUST A FEW EXAMPLES: 


NINTENDO: 

Action Set 

Super Mario Ii 
Mutant Ninja Turtles 
Bad News Baseball 


GENESIS: 
16 Bit System 

Pat Riley Basketball 
Budokan 

Populous 


$99.95 
$59.95 
$44.95 
$42.95 


$189.95 
$47.95 
$44.95 
$44.95 


SEGA: 
Master System It 
Golden Axe 
Psycho Fox 
Paper Boy 


LYNX: 

Game System 
Gauntlet iit 
Klax 

Blue Lightning 


$59.95 
$42.95 
$34.95 
$29.95 


$169.95 
$39.95 
$39.95 
$34.95 


A ATARI 7800" 
COUECS Vision” 


COLECOVISION: 
Game System 
‘Smurt 
Blackjack/Poker 
Zaxxon 


GAMBOY: 
Game System 
Paperboy 
NFL Football 
Nemesis 


$99.95 
$14.95 
$19.95 
$24.95 


$89.95 
$24.95 
$27.95 
$29.95, 


TURBO GRAFX-16: 
Game System 

CD Player 

Bloody Wolf 
Splatterhouse 


ATARI 7800: 
Game System 
Double Dragon 
Rampage 

F-18 Hornet 


$139.95 
$349.95 
$49.95 
$49.95 


$69.95 
$24.95 
$24.95 
$24.95 


ATARI JK. 5200" 


LYNX™ 


Personal Arcade’ 


ATARI XE“ 


JOYSTICKS 
ACCESSORIES 
HAND HELDS 


[880 | GAME Boy" 
DRAFH.. 


FOR A COMPLETE CATALOG 
SEND YOUR NAME, ADDRESS, AND MACHINE TYPE 
PLUS $1 FOR POSTAGE AND HANDLING TO 


WE Buy your used Games 
We Sell used Games 


Nintendo® 


Used Cartridges Bought and Sold 
Call/Write for our FREE Price List 
or send your Nintendo Cartridges 
with best buy back price. 
We will pay at least 
$1.00 more than 
any other firm! 


We reserve the right to refuse any sale 
or purchase. Prices subject to change 
without notice. Add $4.00 Minimum 
S&H. Calif Res add 6.75% tax 


BRE Software 
Dept. GP 

352 W, Bedford, Suite 104 
Fresno, CA 93711 


NEW Nintendo 
$99.95 Rescue Rangers 45.95 Viceo 

Ghengss Knan 59.95 7 UP Spot 49.95 P.O Box 18193 

Mag Max 49.95 LowG. Man 49.95 | Columous, Onio 43218 


‘Send Check or Money Order + $4.00 S&H OHIO Res. ADD 5.75% TAX 


Super C 


Air Diver 
Crackdown 

E Swat 
Ghostbusters 
Golden Axe $49.95 
Herzog Zwei $44.95 
Phantasy Star II $69.95 


$39.95 
$44.95 
$44.95 
$49.95 


WE NOW HAVE GREAT PRICES ON OTHER NEW GAMES!!! 


Call/Write for 


We Accept 

Money Order, 

Credit Card, 
Check 


FREE 


CASH FOR NINTENDO Kis 


SEND YOUR NAME AND ADDRESS NOW 
FOR FREE LIST OF GAMES WE BUY. 


FUN—N-GAMES 


5350 JACKSON DR. #219 ¢ LA MESA, CA 92042 


Game Quest 
1-800-621-6862 


DIRECT DISTRIBUTERS 1-203-395-0851 


eNew games at direct prices 

Used games at below cost 

eWe'll beat any price on any item 

eWe sell to video stores - Toy stores - 
Mini Marts - Mom & Pops and more. 
Business Only! 


eWe stock almost every video games 
system and accessory ever made. 

eBuy 1 game to 1000 from our full 
color catalog. 

eWe always get the best games Ist 

ATARI LYNX 


Sega Genesis Turbo 


IF WE DON'T HAVE IT — THEY DON'T MAKE IT! 


Nintendo. 


GAME PLAYER'S 


94 


TELEGAMES USA ) 


BOX 901S ¢ LANCASTER, TEXAS 75146 @ (214) 227-7694 


SEGA : 
GENESIS 


Your #1 Genesis Dealer 


INCELLIVISION ™ 


NY NX” 


Portable Color 
Entertainment System 
$159.95 
Blue Lightning $29.95 
Chip's Challenge $29.95 
Electrocop $29.95 
Gates of Zendocon $29.95 
Gauntlet $34.95 
Rampage $34.95 


Revenge 
of Shinobi 
Shove It 
Super Hydlide 
Super Monaco, 
Grand Prix 
Target Earth 


$49.95 
$39.95 
$54.95 


$44.95 
$49.95 


Call for New Genesis and Lynx Titles 
We also Buy and Sell Used Nintendo Cartridges 


FREE Catalog (209) 438-4263 


MARKETPLACE 


Classified and small space 
Display advertisers can 
now take advantage of the 
targeted and highly enthu- 
siastic Game Player's au- 
dience at reasonable rates. 


Display Classified rates 
$125 per column inch 


Call Bonnie Black at (201)703-9500 
for more information. 


1-900-TIP-LINE 


Golden Axe Warrior 


THE ULTIMATE GAME CLUB’S TIP LINE 


Final Z BA) TBA (Dec) 99.88 
TURBOGRAF  Sifer inom ap cory fogs Wmpfuan (fen, Tak easbieMsser 2288 
ittle Mission iv 
peoatd Ultimate Superstick44.89 Super Thunder Blade 45.99 ee pean Mickey Mouse (Dec) 34.99 
‘comer Steering Wheel 49.99 Target Earth 52,99 inal Assault Moonwalker (Dec) 34.99 
furbo Grafx Systems 149.99 Thunder Force Il 52.99 Paper Boy (Sep!) 29199 
ue ee Tommy Lasorda Baseball 55.99 0 eet (Dec) 34.99 
Furbo Pad e 18.99 Tfuxton 49.99 34,99 
Turbo Sick 97:99 7°°" ew Genesis TES (De 
LUrOIGD. System 379.88 andromeda Mission (TBA) TBA 3 Attack (oct 
Heo eee 34.99 ‘Atomic Robo Kid (Aug) TBA ummer Games 
Happ Pro 5000 Joystick Budokan cee 
RE Choon y' Burning Force 49.99 
allen ert, Golorado (TBA TBA 
Bloody Wolt (July) eolupy aisee) TEA sera Mad 
Boni’s Adventure Gyberball Aug) tee” Contiol Pad. 
phina Warner Fire Shark (Sept) 46.99 Light Phaser 
Sybercore Menase Fant Palce (Sept) te eo Aerial Assault 34,99 
Deep Bi : - Shinobi World 34: 
Dragon St ; Spe ay Easter (sepyOocysaee ‘Buster Dis Bang (Dee) 3499 
ae SamecegeA Tek Solna 
: ‘arghan . 
Fighting Stt-CD Trampoline Teror (Sept) 42.99 Dead Angle 34.99 
Zany Goll Giuby/Aug)” 48-08 Dick Tracy (Dec) 94.99 
Fantasy Zone Bimini Run_ (Nov) 44.99  E-Swat (Sept) 34.99 
J.J. & Jeff D.J. Boy ThA TBA Forgotten Worlds (Dec) 34.99 
eee See ee A A) Tae ol Gagiia nates (ace). 2488 
Military Madi perro oe Y 
Monster Laird Z eke 2 
Moto Roader 
oi 
Power Golt 
Ordyne : Y 
R-T) . > 
ice Ame ~A COMPLETE LISTING OF ALL JAPANESE GAMES & SYSTEMS AVAIL- 
Spee arior ABLE WITH DESCRIPTIONS! 
jean raiing He -NEW RELEASE DATES FOR ALL NEW AMERICAN & JAPANESE GAMES & 
Vigilante - SYSTEMS! 
Nocona 43! -THE CURRENT BUYING AND SELLING PRICES FOR ALL NEW & USED 
ee VIDEO GAMES! 
Ean peal (Aug) sane -NEW HINTS, TIPS, & PASSCODES FOR ALL THE NEWEST GAMES OUT! 
Bei'scush (Aug) 49.80 -THE SOUNDS AND VOICES OF THE NEO-GEO! 
Double D 99 
Dragon's Cute (ug) 4588 -A COMPLETE LIST OF EVERY GAME COUNSELOR LINE. 
King OF Casino (June) 45.99 -AFREE MEMBERSHIP WHEN YOU CALL! 
Psycosis (Au) 45.99 
Super Volleyball (Sept) 46.80 
uper : = 
Tiger Road (Oct) 9.99 THIS MONTH’S SPECIALS 
Timeball 45.99 
TV Football 54.99 
Sere Ste Ce GAMES. 30% OFF ANY USED SEGA GAMES! 
Hast Ast ug oe 20% OFF ANY USED NINTENDO GAMES! iif 
Mag Dinsaurs Tour (Sept) 49.99 6 10% OFF ANY USED TURBO GRAFX OR GENESIS GAMES!! mal long 
Final Zone ll (Aug) 49.99 distance call: 
Super Darius (Sept) 4999 7 
Y's | & ll (July) 49.99 = Ask your parents 


Turbo Specials: w/ coupon book*trom, 
$50.00 Off CD Player System™ 
$10.00 Off Booster & Turbo Stick 
$5.00 Off Tap and Select Games 
Get up to 10 free games with Oy 
system you get your friends to buy! 


SEGA GENESIS FAMICOM 


Genesis System 179.99 KONIX 

Power Base Converter 34.99 

Control Pad 19.99 PC ENGINE 
Power Stick , 44.99 

Beeshu Genesis Striker 29.99 

Beeshu Genesis'Gi i 59.99 

Genesis Stack Ri Mt 


Space Harrier Il 


ALIST OF INFO & PRICES CALL: 
TO.ORDER CALL: 


FM TOWNS 


Motocross Maniacs: 


1-900-TIP-LINE 


1-203-388-6741 


SUPER.FAMICOM 
NINTENDO DISK DRIVE 
SUPER GRAFX 


PC ENGINE/MEGA DRIVE.HANDHELDS 


le's Quest 


Ai $9.95 FOR MEMBERS! ($14.95 for non-members’ 
Grack GAMEBOY Games $24.98 
tack Down ames 1 
E-Swat (Sep!) Carry-Alll 12,99 
Forgotten World Doc's Deluxe Carry Case 14.99 
Ghostbusters (Au Gameboy System 89.99 
Ghouls 'n Ghosts “ LYNX Alleywa\ Penguin Wars 
Golden Axe Blue Lighting 34.99 Baseball QBillion 
aoe a Chips Challenge 34.99 paren Loaded Revenge of the Gator 
jerzog Zwei 34.99 xy! 
insscter x ( 30199 Bug Buny's Cry Cast Shanghal 
Ka-Ve-Ki (Au of Zendoton 34.99 Castlevania Solar Striker 
Last Battle 34.99 Daedalian Opus (July) Space Invaders (July) 
Moonwalker (Sept) NEW LYNX GAMES Fist of The North Star. Super Mario Land 
Mystic Defender 08 indicators (Sept). Zarlor Mercenary _—Flippul Tennis 
alley 's Bastelbal > Oph bi Y Kia Soe Eortess of Fear 
Pe 3. e 
Rambo it ‘ Slifn Sept Paperboy (Sep!) Heart Attack 
Revenge of Shinobi . War Birds Rygar (von Heiankyo Alien 
Shove It! Grid Runner (TBA) Super Soccer (Sept) _Ishido 
Soccer . Malibu Beach V-b: 
45.99 


per Hang-On \ 
We do not accept COD orders. Call for postage 
instructions, $1 tor meeng box or sip cover, 
exchanges ate subjecl to 85% handling charge or $3. 
exchanges without prior authorization. All new defective merchandise 
can onl be pecnanged for the same game. We make no 

be paid in advance. 

sell us unless you are a member. Please allow 4 weeks uj 
from us within 30 days, c 1 


le i : Ultimate Game Club, Atari, Se: 
subject to change without notice. 


le are not responsible for 


at ei 
things psyond our control. All prices listed are member prices onl iy [e) 
canéelles purchi 


of fefunded- only credit will be issued towards a futur 


ever is greater. 
warranted by 
roduct performance. Once 
prices, or else pay a prices for all Breoesotey and $5 more for 
Grafx and Nintendo are registered {1 
me orders will take longer than 24 hours to process 

in stock when you read this ad. All 
ess. Memberships are non-refundable. 


juarantees for 
‘ou must be a mémber to buy and sell games at clul 
In receipt of us 


6 


Genesis, Turt 
hical errors. 

E: Some 
ase. All 


N.F.L. Football 


manufacti 


games you send 


of the items in this ad may not 
credits take 30 days to pho 


luck Tales 


ick to 


e 
‘) used ames 
order is placed 
can process and test your 

; ee 


james. 


first! 


WE HAVE THOUSANDS OF JAPANESE:GAMES AVAILABLE FOR: 
NEO-GEO 
GAMEBOY. 


ORDER THE ULTIMATE HINT BOOK NOW WITH OVER 1000 HINTS, TIPS, 
CODES & STRATEGIES FOR ALMOST EVERY VIDEO GAME EVER MADE. 


‘ou. All CT order 
icles or specials at any time. 
uaranteed for 30 da) 


Roger Rabbit 
Mickey Mouse 


Soccer Mania (Sept 
Lock 'n Chase (Jul 


Dexterity (Jul 
Bex ty (July) 


] 
dnaltenge (Sept/Oct) 


fates on orders for accessories & large orders. Discounts available on large orders. We do not accept Atari 

50 for gpissing conttoliel or shies jes and $3.50 if we return a game bi 

50 whi feserve the tight to chan 
rer Cue 


out pI 
from 


james, We also 
hea we wi 
ess due to verification of 


gam 
must Rey, % sal 
lof notice. 

ship date. All 

cannot be changed without authorization. All games 


ill send you a cre 
jarks and are not related nor endot 


.G.C. 1491 


1-900-TIP-LINE 


Dragon Spirit uly) 
Gilligan's Island (July) 
Dick Tracy (Aug) 
Pipe Dream 
Hatris 

je Fight (Jul 
Kickle Cul rele Le 
Skate or Die 2 


gers 
Dream Master (Sept) 
amEmpire (Sept) 


Tombs & Treasures © 
apt Sky Hawk. 
cae 


8 


Starship Hector 
Wurm 
Jack the Giant Slayer 
Bug's B-Day Blowout (Oct) 
Rocket Ranger 
bat srninad 

izardry (Jul 
eae 

kistas Ring (Jul 

lea\ reddin’ (Sept) 
Solar Jetman 
Barker Bill's Trick Shootin’ 
Bug Buster 
Bug Bunny's B-Day Blowout 
Dungeon Magic 
Escape From Allantis (ct) 

inal Fantasy (Au 
Hunt For Red Seisber 
NES Play Action Football (July) 
The Punisher (Sept) 
Wheel of Fortune Family Ed 
Wizardry (Sep!) 
Quest of the Avatar (Dec) 
The Bard's Tale 
Gil, Joe Gen 
Arch Rivals (Dec) 
The Simpsons (TBA) 
Bill & Ted's Ex. Video Game (TBA) 
Bandit Kings of Ancient China (Oct) 
War on Wheels 
The Last Ninja_ (TBA) 
Frankenstein (Oct) 
Legend of Hero Tohma (TBA) 
Magician (Dec) 
Mega Man 3 (Dec) 
Adv. Rad Gravity (Nov) 
Galaxy 5000 (Nov) 
Digger (Jan) 
Corvette Z-R1 Challenge (Jan) 
Silver Surfer (Dec) 
Dragon's Lair (Oct) 
Klash Ball (July) 
Caveman Games (Oct) 
Castlevania Ill (Aug) 
T.M.N.T. The Arcade Game (Dec) 
Ski or Die 
Pirates 
Isolated Warrior (TBA) 
Adv ISland Il (Jan) 


Faria )Oct) 

Ultimate Basketball (Oct) 
ross (Dec) 

Ninja Crusaders (Dec) 

Drac's Night Out a 

New Kids On The Block (TBA) 


The Untouchables 
Muppet Adventure 
Fun House (Dec) 
Orb-3D (O 


Mondel Palace (TBA) 
Jackie Chan (Dec) 


Gen 


v8: Bird 


ee 
t)" Monster Masher 
Side Pocket (Nov) 


Gil. Joe (Jan) 

Burai Fighter Deluxe (Mar) 
Amazing Spider Man 
Beetlejuice (TBA) 

A Boy & His Blob (Dec) 
Heavy Weight Boxing (Oct) 


es. We deduct $2 for missing 
tax, Any refunds or 

lo refunds, credits or 

llused & defective games 


will pay you $2 less for games you 
it slip or games you've" 


hostel (Nov) 
ie Mous: Hotel 


ish to reserve must 


ed by them, Prices 

der unsyeyailiy of product 
ames that are preordered cannot be 

ston Post Rd, Old Saybrook, CT 


GAMEMANIA'S GOT IT! 


Hundreds of titles—at the lowest prices— 
GUARANTEED* 


MS. PAC MAN 


5] 


DOUBLE DRAGON BASES LOADED 
MAIL TO: GAMEMANIA, 4319 OLD MILFORD MILL RD., BALT., MD 21208 or CALL (301) 484-9654 
Pr Qty. Description Pr. ea. |Qty. Description Pr. ea. |Qty, Desc n Pr. ea. 
Advanced Dungeons & Dragons |$49.99| Ninja Gaiden 2 $49.99| Total Recall $59.99) Bugs Bunny Crazy Castle $29.99) 
Astyanox $44,99| | Pac Man $19.99 __| Ultima $5499] | Boxxle $29.99) 
Bad News Baseball $42.99 Paper Boy $39.99) Viper $54.99) Double Dragon $29.99) 
Baseball Simulator 1,000 $49.99|__ | Phantom Fighter $39.9| | Wheel of Fortune Family Edit. |$49.99| __ | Heart Attack $29.99 
Bases Loaded 2: 2nd Season _|$49.99| _| Pinball Quest 337.99] _ | Willow $54.99)" | Kewirk Lek 
Bat Man $49.99) RBI Baseball $19.99) Moto Cross Maniacs $24.99) 
Big Foot $59.99) RBI Baseball 2 $39.99] World Grand Prix $47.49) Nemesis $24.99} 
Bugs Bunny II $54.99) Road Blasters $44.99) Wrestlemania £ $39.99) NFL Football $24.99] 
Double Dragon 344.99] | Robo Cop $59.99 | GAMEBOY TAPES Paper Boy $24.99) 
Double Dragon II: Revenge $59.99) Romance of 3 Kingdoms $64.99] Bases Loaded $29.99) Wheel of Fortune $29.99) 
Duck Tales $54.99) Super Contra $44.99) Batman $29.99) Wizards & Warriors $24.99] 
Ghengis Khan $6499] _ | Super Off Road $4999! ‘Shipping/Handling, Insurance, & Guaranteed Delivery Chart | Sub Total 
Gourde z babies $00.00Upt0 $19.99 Outside Continental U.S. 
Jeopardy 25th Anniversary $49.99) Taro's Quest $44.99 $20.00-$34.99 include appropriate shipping] (MD Residents 
‘Mad Max $49.99] __| Tecmo Bowl $4499] $35.00-$44.99 ond hancling plus $7.50. | Add 5% Sales 
7 ; $45.00-$59.99 IDisisecs orders neues ai 
Magic Johnson's Fast Break $44.99) appropriate shipping/ ox 
Ss $60.00-$99.99 handling plus $25.00 
Ms. Pac Man $39.99 Top Gun Il: Second Mission $44.99| $100.00 ormore * 3 i Shipping/ 
ee S240 el Top layers Tennis Stet PLEASE INDICATE METHOD OF PAYMENT Bonding for 
© Check 0 MasterCard(16 digits) | ‘directions see 
bane 0 Money Order 0 VISA(13 or 16digits) _| chartatleft.) 
was Please use street address Fastest delivery Lt YOUR CARD NUMBER Expiration Date TOTAL 
cry STATE eopetttetrerenttorinscoaiwn mane | US.Doles Only 
Zip_____ PHONE ( ) SIGNATURE 
Thank you for ordering from GAMEMANIA®, Playing it for the fun of it! Prices are subject to change without notice. Quantities are limited. 
All merchandise is shipped UPS ground. Next day and second day air delivery are available, please call for air shipping charges. GPM 990 
*GameMania promises to beat any price advertised in this magazine or found in any mail-order advertisement! 


THE MONSTER TRUCK 
PHENOMENON IS NOW 


Masters of the Game’ PLAYING ON NES® 


Masters of the Game™ and Acclaim™ are trademarks of Acclaim Entertainment, Inc. Bigfoot” and 4x4x4" TM Bigfoot 4x4x4,Inc. Nintendo? Nintendo Entertainment System* and the 
official seals are trademarks of Nintendo of America Inc. © 1989 Acclaim Entertainment, Inc. 


MAK laim “er avon tne 
(Nintendo) 


entertainment, inc 
ENTERTAINMENT 
S¥STEM* 


FREE POSTER 
of Al Unser Jr. in 
action in specially 
marked packages! 


Pr SToP 


Official 
Nintendo) ) 
Seal of Quality 


LICENSED ay nt 
FOR PLAY ONT 


id “1850 Little Orchard Street Nintendo and Nintendo Entertainment System are Al Unser Jr’s Turbo Racing: 
San Jose,CA95125 (408) 286-7074 registered trademarks of Nintendo of America Inc. © and” 1990 Data East USA, Inc. 


Our goal is to preserve classic video game magazines 
they are not lost permanently. 


People interested in helping out in any « 
please visit us af www.retromags 


> 
No profit is made from these scans, nor do we offer 
available from the publishers themselves. — 

{f you come across anyone selling releases from 
this site, please do not support them and do let us know. 


Thank you! 


